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DIGITAL LOVE 


V'd love to tell you my first gaming experience was something iconic. 
| was introduced to gaming at the height of the Commodore 64 era, and 
as with every computer and console since, there's an easy top 10 list of 
best games to be written for the system, But my first memory? A terrible 
license tie-in title for Ghostbusters II. | specifically remember the first 
level, as you descend via cable down a vertical sewer shaft, busting 
ghosts as you go. The proceeding stages may have been equally awful, 
but I'll never know: | never managed to make it to the bottom of that well, 
I'm glad to say the game didn't put me off trying other titles, and I've 


CONNECTED 
‘Ayyear with the new consoles, 
some highs and lows, 
announcements from 
Blizzcon, and Just Cause 3, 


had far richer, more enjoyable, experiences in the twenty-five years plus LOVE GAMING 

since, We're all connected through video games, swapping stories of ‘Ahugetaturein whch we tak a rip dawn memory lane ane Media Molecules papercraft 

what we've seen, played. As | touched on last issue, our digital lives allow recall our fondest memories from neary thirty years of playing title i heading to PSA next 
games, We had to draw the line at 100, but we could have kept ‘year, and so we take a look at 

Us to experience situations we never could in real life. And those ‘wring and wring. console-bound Tearaay 


situations are far more diverse today than they ever have been, thanks to 
creative indies rubbing shoulders with triple-A blockbusters. 

So, with this being our last issue for the year - and alongside reviews of 
all the biggest titles releasing this winter - we've decided it high time to 
celebrate the good things video games have given us, those titles and 
‘events that have brought us together from every walk of life. In the 
coming pages you'll find one of our largest features ever, dedicated to the 
things we love about gaming, Only problem was, we had to stop at 
100... 

So strap yourselves in for a tour through some personal highlights from 
allifetime spent gaming, These are the moments that meant most to me 
and my team, and there's no doubt you'll have your own memories. 
Hopefully ours will kickstart your 
‘own fond recollections, and you too 
4 will be able to take a trip down 

memory lane and recall those 
moments that mattered most to 
you. Our shared love for gaming is 
something that connects us, and REVIEW CENTRAL GADGETS 


COMING SOON 
Halo 5: Guardians was a last 
‘minute addition to this issue 
We also profile Super Smash 
Bros, on Wi U 


that's worth celebrating, November is sily season when it comes to big releases, and as With Christmas on the way, 
such there's a large numberof verdicts handed out inthis month's. we take a look ata couple of 
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ONE YEAR ON: 
THE STATE OF PLAY 


We take stock after a year with Xbox One and PlayStation 4. 


‘The new generation of consoles were much needed when they appeared. Their 
reception since they were launched to much fanfare in the run up to last Christmas is 
testament to the lethargic slump that the industry was in before they arrived. It took Sony 

less than nine months to shift 10 milion PS4s, and although Microsoft are being coy when it 
‘comes to announcing their own sales figures, the new hardware is at least outselling their 
‘outgoing console, the hugely popular Xbox 960. 

Ithasn't been much of a console war this time around, with Sony easily emerging as victors. 
Clear winners with room to spare in fact. it almost wouldn't be over-doing it to call it a one horse 
race, and for the time being Microsoft has to content itself vith Nintendo for 
second place, such is PlayStation 4's unassailable position as the dominant force in this latest 
round of the neverending console war. Of course, that could well change. 

However, that hasn't meant the last twelve months have been smooth sailing, even for Sony. 
There's been difficulties along the way, most notably with regards to a shortfall of games. Delays 
and underwhelming titles have pushed us into the unenviable position where this generation's 
best tiles are often the highlights of the last. Diablo lll, The Last of Us, Tomb Raider and GTA V, 


all have been re-released on new-gen platforms with a bit of additional spit and polish, Even 
games like Sleeping Dogs, Injustice: Gods Among Us and Metro Redux, solid tiles that did v 


‘enough on PS3 and Xbox 360, have made the jump onto new 
hardware, their respective publishers sensing an opportunity, 
throwing themselves at the gap in the market. Updating older titles, 
instead of working on new projects, given the costs involved in 
development, is a no-brainer for publishers looking to get games 
‘quickly and cheaply in front of an ever-growing audience 
desperate for something to play. 

It's also arguable that quality has been hit by the generational 
leap. How much content was cut from Forza Motorsport 5 as Turn 
10 grappled with the new-gen tech? Could Battlefield 4 have 
avoided being a mess if EA hadn't had to develop their troubled 
shooter across a variety of different platforms and to a tight 
deadline? It's undeniable that the most spectacular games, 
graphically speaking, were able to achieve dizzying levels of visual 
fidelity because they were developed exclusively for new-gen 
consoles. Ryse: Son of Rome, Killzone: Shadow Fall, Infamous: 
‘Second Son, Forza (Motorsport 5 and now Horizon 2), Assassin's 


KINECT WAS UNCEREMONIOUSLY DITCHED BY MICROSOFT AFTER JUST A FEW MONTHS 


Creed: Unity; all made without the need to compromise. Creating games that scale down with 
relative ease is a practice that makes sense given the huge number of old-gen consoles stil in 
circulation, but it does lead to cut corners. 

It's not just games that have had a mixed time of it. Kinect was unceremoniously ditched by 
Microsoft after just a few months, as yet another layer of the platform holder's bold vision for 
the future was peeled back and discarded. To be fair to MS, at least they gave the device a 
‘chance; Sony ditched their camera before they even launched the console. Perhaps Project 
Morpheus will be the next step forward for PlayStation, leading the way alongside Oculus Rift 
into an era of virtual reality, but while we're impressed with what we've seen from this latest 
push into VR, these are stil relatively untried waters, and uncertainty is as prominent as this 
movement's potential. And let’s not forget the flimsy analog sticks on the DualShock 4. 

‘The landscape, one year on, is starting to look better. There's more new titles on the way, 


and the lineup of existing games certainly has a healthier complexion, even if 
it does flatter to deceive in some respects. While t's clear that one console 
has fared better than the other, ultimately the winners have been us, the 
Players. Prices continue to drop, and when you also factor in Wii U, which is 
growing an increasingly impressive library of first- and third-party exclusives, 
‘we've got what equates to genuine consumer choice, We might not have 
taken huge steps forward in the last twelve months, but the ones that we've 
taken have most certainly been steps in the right direction. 


Destiny (top) and Assassin's Creed: Unity (opposite page). Redux 
(right), Tomb Raider (middle), and sleeping Dogs (right) are all old-gen 
games remastered for Xbox One and PSA. 


THE GOOD ding clay motion adventure Armikrog and The Banner Saga. 


PLUS& 
MINUS 


ALL THINGS CONSIDERED 


The best, worst and weirdest 
of the month, 


} MASS EFFECT ART », TROUBLES WITH >) WHAT ARE UBISOFT y BUNGIE EXEC 
AND DISCUSSION HALO: MCC’S PVP * PLANNING? * GETS SWATTED 


as back in the news this month. 
the concept art for the next 


Far Cry 3: Blood Dragon mightnt have been 
the game it was built ontop of 
a breath of fresh air, and an 


had a rough morning this 
ended on 


as good 


butit 


h incredibly tng that the muttplayer enjoyable one at that. Fans hoping for a 
public roundtable discu for Halo: The Master Chief Collection isn’t sequel to launch in the wake of Far Cry 4 will Cs 
when the studio celebrates their sci-fi working it should, Yes you can stil therefore be disappointed to hear that Ubisoft had planted explosives in his yard and 


ge, None of this w 


On top ofthat Bic : 
4 n unknown individual 


are's Aaryn Flynn opent ‘get a game, but it often means waiting for a has no plans to bring the spin-off back for a holding his family h 
might ike to see while in the lobby. Patches sequel. That said, the publisher might well be true of co 
calling in the s 


confirmed by 343 Industries, so hopefully it planning led “swatting”. When 
be fixed by the time you read this and getting accompany the release of the new Far Gry. police woke up the Bungie exec, he showed 
a game will be a piece of cake, What tha pave no idea. up ina bathrobe to set things straight. 


SECOND DESTINY Bungle are already work! 


THINGS ABOUT... 


Play the numbers, 
game with the 
latest news 


@ OVERWATCH 


‘The major announcement at this year's 
show was the unveiling of Overwatch, 
the first new IP from Blizzard in 17, 
years, It's a team-based first-person 
shooter that has a similar style to Team 
Fortress 2, with 6vs6 battles and four 
playable classes to choose from. The 
‘game was playable atthe event, and a 
beta is planned for sometime in 2015. 
Currently only announced for PC, but it 
was added that a console version 

inds awesome’ 


@ WARCRAFT MOVIE 


Blizard dedicated a full pane! to the 
Warcraft movie, where several details 
‘ere revealed. As previously 
suspected, the film will be based on the 
story of the original game, Warcraft: 
Ores & Humans, which gives rise to 
the conflict between Alliance and 
Horde, The film’s director, Duncan 
Jones, said that the story will focus 
equally on both factions, and the ‘good 
and bad! nature of most war movies 
‘won't exist in the Warcraft film. 


nthe sequel to 


Activision Publishing CEO Eric Hirshberg has confirmed. There was no mention of when we can expect It to be rel 


BLIZZCON 2014 


Blizzard's event produced some memorable 


announcement this year. 


@ GOOD VIBRATIONS 


‘Blizzcon is a great example of how 
positive and uplifting gaming can be," 
said Blizzard CEO Michael Morhaime to 
the vast crowds in the event in 
‘Anaheim, ‘Let's carry the good the 
ood vibes from this weekend out into 
the world all year round. There is 
another person on the other end of the 
chat screen. They're our friends, our 
brothers and sisters, our sons and 
daughters. Let's take a stand to reject 
hate and harassment." 


@ HEARTHSTONE 


‘The first proper expansion for 
Hearthstone: Heroes of Warcraft was 
Unveiled, and it's called Goblins vs. 
Gnomes. The new expansion is based 
on the eternal conflict between Horde 
and Aliance, itwill introduce 120 new 
cards and it's coming in December. The 
long-awaited Android version of the 
fiendishly addictive card game was also 
‘confirmed, and once again it’s set for 
release in December 


@ STARCRAFT II 


There was also the reveal of the next 
chapter in the ongoing Starcraft II 
series. Legacy of the Void is to bea 
standalone expansion that brings 
significant updates for al three of the 
game's factions. This time the story will 
be told from a Protoss perspective 
Two new modes have also been 
announced, one being a co-op 
‘multiplayer mode, the other putting 
players in control of powerful 
commander units. 


@ MOBA BETA 


Blizzard's MOBA, Heroes of the Storm, 
is heading into closed beta on January 
18. New arenas are being added, while 
Thrall, Jaina and the Lost Vikings are 
the newest heroes to join the roster. 
Ranked play will also be making an 
appearance. The open beta testing 
phase for Blizard's MOBA is planned 
sometime thereafter, so ifyou want to 
take part make sure that you've 
registered your interest in the relevant 
section of your profile on Battle.net. 


EA SHUTS 
DOWN 
DAWNGATE 


Plug pulled after six 
months of beta. 


EA has cancelled their MOBA. 
Dawngate has been shelved by the 
publisher despite still being in open 
beta, and with the game only six 
months out in the wild. 

It was announced last year to 
much fanfare, and was seen as EA's 
big push into the lucrative space 
dominated by titles such as League of 
Legends and Dota 2 (and soon the 
incoming Heroes of the Storm), but 
alas it wasn't to be, and the project 
was terminated by EA, 

"We built a game in Dawngate that 
wasn't simply a clone of existing 
MOBAs, but one that truly pushed the 
genre forward in many ways,” Matt 
Bromberg said when announcing the 
decision, 

The game was in development for 
around 18 months, but developers 
Waystone weren't seeing the progress 
they were hoping for, and so the 
decision was made to cancel the 
project, 

“This isn't the outcome we 
wanted, but beta testing is about 
learning and improving, and ultimately, 
about making difficult decisions about 
how to proceed," added Bromberg. 

Fans who've invested cash in the 
game will be fully refunded, and the 
game will remain online for another 90 
days for those who have been playing. 

What will happen to the 
development studio remains unclear. 


ral 


FREE 


‘CHER 3 DLC CD Projekt 


dare set to make sbcteen di 


content drops for The Witcher 3: Wild Hunt, however fans will be pleased to hear that each one Is golng to be tr 


BORDERLANDS CALL OF DUTY 

The new DLC for Borderlands: The The Season Pass for Advanced 
Pre-Sequel lets you take on the Warfare has been detailed, and as 
role of the villainous Handsome per usual i's going to include all 
Jack, or atleast, you get to play as four major DLC drops for 

his body double, The Handsome Activision's shooter, They're called 


Jack Doppleganger Pack is part of Havoc, Ascendence, Supremacy, 
the game's Season Pass, or it can and Reckoning, and the first - 
be purchased on its own for Havoc - is pencilled in for a 

£7.99. It gives player the chance release in January of next year 
to pretend to be one of the series’ Continuing the long-established 
‘most iconic character tradition, DLC will hit Xbox frst. 


YOUR DLC UPDATE 


The 


atest in digital downloadable goodness this month. 


There's a growing trend for paid-for DLC that unlocks content faster. It offers 
players - some of whom might not have much spare time - a quicker route through to 
the end-game content, sooner than if they had played it organically, as it was originally 


ROCKSMITH 2014 


The guitar tution game recently 


ve revealed plan 


ade the leap from old to cure containing four DLC 
intended, This month it was confirmed that WWE 2K15 players will be able to download be via Thee to gab te ks for December's The Crew. 
the Accelerator DLC, which will give them instant access to all unlockable content in the (oF PS4 versions will get The first of four car-therned packs 
game, from wrestlers to costumes and arenas. a selection of free Jimi will drop in January. The full 
There are many publishers doing this, and Ubisoft are among the most prominent, Hendrix songs (they're free until season pass a ou back 
Paenssis Greed: Dogue recenty Go: rumipe “Tie Sever DLS paces: eee one Nea they coma pan, On op ote 42) vil 
you get through the game more quickly by doing helpful things like revealing the that, loads of new song packs include PvP modes planned for 
Whereabouts of points of interest on the map. It's something the publisher is also planning have been released, including The 2015 and a selection of new 

to do with The Crew, their incoming MMO racer. It's a practice that comes from the free-to- White Stripes, Audioslave, Tom items to be used when 

play market, where games need to extract money from players in this way, but should Petty, and Killswitch Engage. caustomising your vehicles, 


boxed games be following the same trend? 


you 
SAID 
WHAT? 


A CULTURED GUIDE TO GAMING TERMINOLOGY 


BULLET HELL TURN-BASED CEL-SHADED SANDBOX RESOLUTION 

A brand of shooter that does its These are strategy games where ‘Avvisual style that sees bold The phrase sandbox world refers This term describes the amount of 
absolute utmost to blow you to you take itn turns and have time outlines filed with rich colours to toa game where the player can pivels included in an image, The 
smithereens by injecting huge to make your moves before achieve an almost comic-ike effect. venture pretty much anywhere that lower the number, the less pixels, 
numbers of enemy types and their handing over to your opponent to Despite the lower polygon count they wantin the game space, doing the more blocky the image in 
respective projectiles on the screen do the same, There's plenty of on screen the art has much a more preity much as they please as they question. Therefore, the higher the 
at any one time. The vast majority scope for multilayer moces with hand-drawn feel to it, and wi ‘go about their business, Grand umber, the better the quality of 
of games in this genre are 2D, with timed turns, or the player can face executed property itcan achieve Theft Auto popularised the idea of the image. Much has been made of 
Wave after wave of pixelated off against the Al, committing to absolutely stunning results, as having huge open environments to, the resolutions achieved by games 
adversaries descending on you their decisions before hitting the ve seen recently in Borderlands explore, while tiles ike Halo offer running on the new consoles, with 
from all sides. Luckily, you tend to “end turn” button and thus and with Nintendo's remade Wind smaller sandboxes for players to ‘some unable to hit the desired 


have plenty of ammo, initiating their opponents actions. Waker HD. progress through. 4080p resolution. 


TONY HAWK PUTS HIS SKATES BACK ON The legendary 


WWE 2KI5 


This will be the second WWE game to be released since Take-Two 


21NOVEMBER 


snapped up the license following the untimely demise of THO, and at 
such there's really no excuse if they drop the ball and produce an 
underwhelming effort. This time they need to deliver, and wrestling 
fans will be hoping that ths is the entry inthe series that really 


captures the atmosphere oftheir beloved sport. However the signs 
this ime around are positive, and our in-house wresting fans have 

liked what they've seen 60 far, noting that it's a definite improvement 
‘over previous releases, There's no review in these pages, but one will 


be appearing on Gamereactorco.uk very soon, so stay tuned for our 


vertit on this year’s offering. 


30 JANUARY 


DYING LIGHT 


Techland have made some solid zombie games inthe past. Even it 
their Dead Island series didn’t blow us away, there's sturdy 
foundations there for sure, Ths is a good thing, because the parkour 
‘moves in Dying Light might be the missing ingredient needed to pull 
the stuclo's take on the genre up tothe next level, We've played the 
‘game a few times over the last year and every time we've got our 
hands on the controler we've liked what we've seen, The veticality 
cof the world and the pace ofthe action is promising indeed. 


GAT OUT OF HELL 


This 
setis from Volition, h 
‘rip to hell. Gas ad 


playe 
venture, 


" 


30 JANUARY 


standalone expansion for Saints Row IV, last ye 
fake control of Johnny Gat, and, asthe name so deftly implies, take him on a 
it ofa séance 
liners, as we fight demons and, of course, th 


it to make a comeback, with two games currently in development. One Is heading to consoles, the other ls a mobile tte 


RAVEN’S CRY a7NovENeER 
Ravers iy set toland on PC and Mic a the tae of 
Nove, and wl st salon consoles drng Of, 2015 This oe 
tad vaugh some icky wt nth way oral, ait 
could bea hin reasure,oritccl sik without race 


LITTLEBIGPLANET 3 | 2#Noveroer 


‘Sackboy is returning to PlayStation in November, and as per 


‘usual hell bring with him a gente platformer plus a ton of 


‘customisation options that players ofall ages will be able to use 
to create their own adventures, This time were looking forward 
toa selection of new characters, plus a return performance from 
phen Fry, Media Molecule aren't developing this time, 60 


head over tothe review section to find out how it tumed out 


2 DECEMBER 


THE CREW 


The Crow i finally set to wheel-spin into action during December, 
and will land on PC, PS, Xbox One, and Xbox 360 (but not PS3), 
The hook here isa huge map of North America where, among other 
things, players can take a roadtrip and drive coast to coast 


THE BEST OF THE MONTH AHEAD 


Keeping you up to date with the biggest events 


2 JANUARY 


CAPTAIN TOAD 


Treasure Tracker isthe fist out the gate in 2015 and the puzzle 
adventure wil land on Wii U on January 2, It's based on the puzzle 
mini-games that were found in Super Mario 8D World, and 
Nintendo fans will no doubt be looking forward to its arrival 


6-9 JANUARY 


CES 2015 


Its that time of year when companies from around the world 
descend on Las Vegas and show off their latest innovations. If 
you're a tech head its practically the most important week of the 
Year, as there's bound to be a huge range of new and exciting 
products on display, giving usa tantalising glimpse at the tech 
‘wel be using in the near future, 


EVOLVE 10 FEBRUARY 


Turtle Rock's asymmetrical multiplayer game has a team of four 
hunters chasing after a fith player controlling a huge monster 
28 bullets fired alongside one- that grows more powerful as each round pr 8. Paying as 
woounter with the Devil either a monster ora hunter is hugely enjoyable. 


nitty into the ever-riiculous third-per 


ne wrong, will no 
tbe an over-the-top 


MAJORA’S MASK ON 3DS 


Classic N64 Zelda title is heading to Nintendo’s handheld. 


It's the darkest and perhaps weirdest entry in the Legend of Zelda series. 2000's Majora's Mask (Nintendo 64) will be 
remade for Nintendo 3DS much like Ocarina of Time before it. Series producer Eiji Aonuma has confirmed it won't simply be a 
HD port, with gameplay elements being remade to make for an improved overall experience. 
‘The game builds on the foundations of Ocarina of Time, but adds an element of time pressure as the world is ending in 72 
hours. The darker, sadder themes of this particular title makes it stand out in the history of the franchise. 
Majora's Mask was unveiled during a recent Nintendo Direct. A special edition for Europe was also confirmed, Targeted for 
release in spring next year, it has been revealed that work on this remake started after Ocarina of Time 3D was finished in 2011, 


with the team taking their time to deliver a game that makes it worthwhile for fans to return to Majora's Mask. 


YOUR, 
GENRE 
HISTORY 


DOUBLE DRAGON 


Released: 1987 


st While the roots of the 
Bgl venre date back more 
than a decade ear 
Jouble Dragon 
that popularised the beat ‘em up, 
innovated ft and sent it mainstream 
Original released on arcade and 
port to various platforms, it stared 
brothers Billy and Jimmy fighting 
their way to the boss and then each 
other for Maran's affection 


B 


THIS MONTH: BEAT ‘EM UPS 


FINAL FIGHT 


Released: 1989 


AMEN arrive, and with Final 
Fight Capcom laid a clr tothe ttle 
st brawler on the 
probably the SNES 
version that’s the one best 
remembered. While the series has 
much flatlined, Cody and Guy 
were last seen in Street Fighter IV, 


STREETS OF RAGE 


Released: 1991 


g Streets of Rage and 
stand the 
of time perhaps 
better than others in 
the genre, A great mb 
and solid gamep! 
complemented by Yuzo Ko 
inspired soundtrack. A defining game 
aa Drive, Streets of Rage nev 
quel appear in subsequent 
jenerations for some reason, 


TURTLES IN TIME 


Za Turtles in Time first 

eared in arcades 
Hand would 
see release on SNES 
in the following year, Four players in 
the arcade (two at home) could take 
to the streets as Donatello, Leonardo, 
Michelangelo, and Raphael. It's the 
sequel ofthe original arcade game, 
and it holds up surprisingly well to 
this day. 


ae. 


JUST CAUSE 3 
COMING 2015 


Rico Rodriguez goes new-gen. 
Avalanche Studios have finally 
unveiled the much anticipated 
sequel to 2010's Just Cause 2 - 
a fan favourite and cult classic 
thanks to the unprecedented 
freedom afforded the player on 
the vast island of Panau. This 
time the action moves to the 
Mediterranean archipelago of 
Medici, which is suffering under 
the rule of General Di Ravello. 

Once again we'll control secret 
agent Rico Rodriguez as he 
blows things up, explores the 
skies and the ocean, makes use 
of his wingsuit, and utilises a 
huge number of vehicles and 
weapons, The grapple hook and 
parachutes also make their 
return. The islands of Medici 
offer an impressive game world 
spanning over 400 square miles, 

What has captivated fans in 
the past has been the sense of 
freedom, which looks to remain 
here, as the new game boasts 
“complete” vertical freedom. 

Just Cause 3 is heading to 
Xbox One, PC & PS4 sometime 
in 2015. 


CASTLE CRASHERS 
Released: 2008 


he beat 
suld 


em upg 
only get cheap 
that tinted the memoria 
ag, The Behemoth cam 
to the rescue with the entertaining 
and addictive Castle Cras 
Xbox Live Arcade. It repopularised 
this type of game and today there's 
roe if inthe gene as est 


1S ON 


RETURNING DUKE — What mas? J with ming a January 14. 


POCKET 
GAMING 
THIS MONTH 


A thumb through the titles that are 
trying to hog your mobile screens. 


What started out as a Kickstarter campaign is now finally 
available for download, You know you're onto something 
When during the tutorial you find yourself complaining about 

the difficulty, only to realise that you have to property read those 

ittle boxes ful of advice at the bottom of the screen, The idea 
here isn't for the game to be easy. 

Battle Worlds: Kronos is already out on PC, but now time has 
‘come for it to land on Android and iPad, and it costs £6.99, It's a 
knowing nod to the old days of strategy, long before freemium 
became popular, and a lack of time consumed our lives. 

Unfortunately this is a rather drastically scaled down version of 
the game in terms of visuals when compared to the colourful and 
charming PC original. The animated cutscenes (Intro excluded) 
have been replaced by stil mages, while the sound and voice 
acting remains intact, The graphics do the job they're there to do, 
but at times it looks like we were playing Advance Wars on the 
old Game Boy Advance. But that's the only flaw we can see, 

It's German thoroughness and turn-based strategy. It's Battle 
Isle meets Advance Wars. Huge maps and a fifty hour solo 
‘campaign (albeit with somewhat predictable A), without any 
online requirements. tt wll keep you busy. Additionally you can 
play multiplayer cross-platform between Android, iOS and PC. 


SNAKE SIMULATOR BITCOIN BILLIONAIRE THE SAILOR'S DREAM BATTLE OF HEROES HEROES & LEGENDS 

ANDROID PRICE: £061 ANDROID / 108 PRICE: FREE 10S PRICE: £249 10S PRICE: FREE 10S PRICE: £249 
We downloaded this one expecting ‘We found this game on Google Play, This ttle can hardly be called a game. Great battles! Shiny swords! Heroes & Legends: Conquerors of 
more jokes than actual game; a Goat but it's also available on AppStore and Rather i's an interactive story that Thundering lightning! A base of your Kolhar. tt maybe a long, generic and 
Simulator cash-in. In some ways we asa browser game. It's a simple plays out. The developers Simogo ‘own! Always online! difficult to remember ttl, but there's 
‘oot what we expected, but it is also premise along the lines of Cookie (Device 6) have previously shown Microtransactions! Waiting! You get it interesting and accessible content to 
apparent that this developer has a Clicker. Click to earn coins, click faster themselves capable of delivering all with the latest Android and iOS be found within. I's a turn-based role- 
bunch of animal simulators in their to earn more coins in order to stylish experiences and they do once release from Ubisoft. Simply put this playing game with a rather neat story 
back catalog. Tums out we spent half Uuparade your nerd den. i's again with The Sailor's Dream. There is good looking Clash of Clans clone that ties the many battles together. 
a night fighting everything from surprisingly entertaining and well are no puzzles, rather you simply that adds a commander. Some of you Easy to get into, but once the surface 
insects and parrots to crocodiles, crafted, We found ourselves explore parts ofthe story. There is an will love this sort of game and spend has been scratched there's plenty of 
orillas, tigers, elephants and much immersed for hours on end and it's element of the emperor's new clothes ‘weeks on them, others won't. We depth and tactics to be mastered, The 
more, The amount of animals and the perfect relief after, say, a stressful here, and we're not completely certainly belong to the former ‘game could have offered better 
animations is staggering, deadline week. There's something captivated, but the story is well worth category. Warning: it wll swallow your animations and design, but it got us 


Unfortunately the combat isnt stellar meditative about it. experiencing. coins. severely hooked. 


TEARAWAY Art 


‘The video game visual 


UNFOLDED “™ 


Media Molecule’s REX CROWLE on creating 
art for a paper-based adventure. 


“When creating the art-style for Tearaway, it became apparent 
‘that the construction process was going to be way more 
challenging than a traditional 3D environment. Trying to build paper 
objects in modeling software just wasn't working at all - because it 
doesn't have the imitations of paper, it has its own set of tools and 
metaphors that are very cifferent from paper and scissors, The 
things we made in real paper looked very different from what we 
tried to make in modelling software, because ultimately we were 
faking it! 

Our gerius engine programmer Mark Zarb-Adami noticed this, 
and began to create the final Tearaway engine - built so that it 
would follow the same construction-methods as you would use 
when creating a real piece of papercraft or a pop-up book: take a 
sheet of paper, then cut and fold it into a 3D shape. Because all 
these cuts, folds and tears are added by hand, they can all be 
independently animated, so everything starts to act Ike a stop- 
motion movie as the animated folds and the simulation of the 
paper combine together to bring it alive. 

It takes a lot of thinking, planning and experimenting to make an 
entire word in this way, but i's much more enjoyable and honest 


DEVELOPER 
STORIES 


How Shenmue put an end to a promising career on the stage: 
Mike Bithell reveals how he came to a life of making games. 


How's development going on Volume, 
where are you with it at the moment? 

We're at a very good point. We're coming towards 
the final push-ish. We've scaled up the team and 
we're getting through all the final jobs now. The voice 
recordings have all gone very well, which is a big part 
of it. It's feeling like we're heading onto the home 
straight now. It's getting very close. 


How does it feel developing Volume as opposed 
to your work on Thomas Was Alone? 

The biggest shift for me personally is | made 
Thomas Was Alone in my spare time around a day 
job. Working full time on this game is very different. 
‘And having more people involved has been a lot of 
fun, because you can go to people who're better at 
everything and get them to do the things that they're 


better than you at, and that leads to cooler games. 


Has working with these people changed or 
‘expanded the vision for the game? 

It's not so much changing the core design, the 
game is pretty much what we wanted to have when 
we sat down, when there was a couple of us just a 
year and half ago now. So that’s not shifted too much, 
what has happened though is it’s a finesse thing. 
Everything’s been worked into. I'l give you some 
examples, a character list that was going to be two 
people is now a cast where we've got five or six voice 
actors doing really interesting work. 


One thing that was a surprise to me is how good 
our server stuff is, you know we've got a professional 
server coder to make a backend that actually works. 


That's a quote I'll regret when we come out, It's not 
so much changing the ‘what we're trying to make’ 
part of the equation, it's just how well we make it. | 
think it's going to come together well, hopefully, 
and be so much more than it could have been if it 
was still just me. 


This is your second project as an 
independent. Does it feel like you're attempting 
that tricky second album, so to speak? 

There is absolutely the second album thing, 
Thomas Was Alone, there were no expectations. 
It’s actually quite funny, I'd doa blogpost if it 
wouldn't read as massively self-indulgent and 
petty, but there’s so many fantastic articles 
dismissing Thomas Was Alone before it came out, 
there were lots of places knocking it before it came 
out. Expectations were low because the 
screenshots, it was just rectangles voiced by an 
admittedly well-known person in the UK, but not 
someone | think anyone really associated with the 
kind of work he did in Thomas Was Alone. It was a 
big ask and it meant my expectations of what 
people were going to say about the game were 
pretty low, which meant that it kind of snuck out. 
It's two and a half years since it came out now, and 
its big pushes weren't until about six months /a 
year after its release. It was not an immediate hit. 
So with this one there is that awareness that I'm 
getting coverage, that people are talking to me 
about it, 'm seeing it on anticipated game lists. 
That's scary because it feels like there's only one 
way that it can go. Hype is a double-edged sword. 
It can go very well or it can really damage a game 
because people will come up with their own idea of 
what the game is. My approach is just to try and be 
straightforward and honest about the game as | 
can be, | don’t talk in hyperbole. | try not to talk in 
ways that | think will let people fill in the gaps with 
a better game than we're making. I's a small, 
modest game, and hopefully that’s how we're 
presenting it. 


“Hype is a double-edged 
sword. It can go well or it 


can really damage a game.” 


Do you think there's more focus on you than 
on the game itself? 

I think so. | think there's a case for that. I'ma 
quite visible game dev now. In terms of my own 
games | think it benefits me to be visible, so | do. | 
think it’s that simple really. At the end of the day 
the primary objective is to keep being allowed to 
make video games, and the way to do that is to 
sell games, so | embrace that, | let that happen to 
an extent. 


Robin Hood sto 


vet the game's hero a YouTuber fighting thee 


bllshment. Naturally the game has a focus on stealth and thievery. 


To that end you're very vocal on Twitter. We were 
looking at your profile before this interview and saw 
that you'd posted some interesting fan art there, Is 
that the strangest thing you've seen? 

‘There's Thomas Was Alone pornography. [laughter 
all round] It’s weird, but it's par for the course. You 
make something that a million people play, and some 
of those people are going to make interesting stuf. It's 
fine, | get a little kick out of it, it's coo! to see that I've 
had any kind of small influence on pop culture. It just 
feels nice to actually have anyone care, frankly. 


Changing the subject then, how did you get 
started in game design? 

For me I'd always been into computer games as a 
kid, | didn’t play many good ones, because | didn’t 
have games consoles, | had a PC, and | generally had 
educational games. So | don't think | played Mario till 
my teens. | remember Sonic was a game that | had to 
go around a friend's house to play. | wasn't into games 
culture in that rich way as a kid. In my teens, when | 
started to get Saturday jobs and things, | bought 
myself a PlayStation 2 and | started to play Metal Gear 
and all those kind of games, My nostalgia starts about 
ten years after people my age, | wasn't really playing 
those games as a kid. 


In school | started coding, making little games for 
class assignments, and when it came to sixth form, so 
sixteen, I knew | wanted to make video games but | 
didn’t really know how you did that, so | just took a 


bunch of A-levels in anything that | thought was 
vaguely relevant. So theatre studies, film studies, 3D 
design, photography. It didn't occur to me to do 
programming, but | did everything else, so all the artsy 
side of things, which actually turned out to be really 
interesting background. 


‘And then | got a degree in computer game design. 
It was a pretty boom time in the UK industry when | 
graduated so | pretty much walked into a job. | was 
very lucky, the timing was perfect. It was a period 
where a lot of games were being made in the UK, so | 
got a job at Blitz Games who made a lot of licensed 
games. | worked there for about three and a half years, 
and then a friend started Bossa Studios in London and 
| moved down there and became their lead designer for 
two and a half years before heading off. 


What do you think you'd be doing if you weren't 
working in the industry, did you have a plan B? 

To be honest, game dev was plan B. | was a child 
actor so | was right up until - | love video games - but 
pretty much up until about fifteen or sixteen | was 
going to be an actor. And I'd been in a couple of films 
and TV shows and things, and one of the plays | was 
going to be in was about to tour and it would have 
meant quitting my GCSEs early, so it really was one of 
those fork in the road moments. Do | pursue this video 
game thing or do | become an actor? There's probably 
an alternate universe where I'm an actor. Probably not 
a very good one. | don't think he'd have become a star, 


but you might have seen him in Casualty or 
something. 


‘So what made you go one way over the 
other? 

The story that | always tell - it's one of those 
things where I've told the story so many times that 
I'm not entirely sure that it’s true - my agent called 
me, and I'd been in a play in London and I'd wanted 
to tour around Europe, so it would have meant 
leaving my GCSEs. And I remembered taking the 
call, and my agent laid it out to me and said: “If you 
want to do this, and this is your big break basically, 
if you want to leave school and do this you can, and 
you should, and you're going to become an actor, a 
professional kind of longterm thing. This is it Mike, 
this Is what we've been waiting for.” | was waiting 
for a sailor to turn up in Shenmue, and | remember 
there was lots of periods in Shenmue when you 
went to a place and you had to wait there for a 
period of time. And | remember just looking at the 
screen, looking at the phone, and telling her 
instantly that “it’s not for me, thank you very much," 
and hanging up. That was the last time | spoke to 
my agent. That was the deciding moment, | just 
looked at Shenmue and thought this has to be the 
future, this is amazing. 


“You make something that a 
million people play, and some 
of those people are going to 
make interesting stuff.” 


But that game, there's a reason it's so loved. 
There's a reason it's so remembered. It was so far 
ahead of its time, and it was such a pointer for what 
games could be, and what they would end up 
‘eventually being. You play Shenmue and you can 
see that influence in every big open-world game 
you play now. The scale of what games could be 
inspired me and | wanted to be involved in that 
rather than jumping around on a stage. 


Thomas Was Alone has sold v 


Have you got a particular figure in the industry that you admire? 

| look up a lot to Warren Spector. Always have. | think he's a genius, I've been 
fortunate enough to meet him a couple of times, and he Is someone who does not 
disappoint in person, which is always nice. I've met a few of my heroes who've not 
achieved the same quality, but no, he’s someone who I'm massively inspired by. | 
think he's a visionary, and the industry has quite a few of them and we need them, 
they're brilliant. | really excited to see what he works on next. 


Is there any particular project that you hold above the others? How did you 
get into his work? 

| think, pretty obviously, Deus Ex is the masterwork. | still look to Deus Ex for 
design solutions. | think, again, a game that was ridiculously ahead of its time. He's in 
education now, so I'm not sure if he ever really wants to make another big video 
game, but if he does I'll be there. 


“Deus Ex is Spector’s masterwork. | still 
look to it for design solutions.” 


How big is your game collection? 

Mine's pretty modest actually. I've got a pretty big Steam library like everyone at 
this moment | think, but in terms of physical discs I've not got an enormous 
collection. I've often gotten rid of old ones, | don't tend to hold onto games. | don’t 
have any PS2 or Xbox games knocking around. I'm probably about to get rid of my 
360 collection, | don't tend to keep hold of them, because to be honest compatibility, 
especially backwards compatibility, | don’t have the old consoles, and they don’t 
work on anything now, and a lot of the classics come out on Steam or Good Old 
Games or whatever. So I'm pretty much transitioning over to digital now. 


PC or console? 

| love developing for PC, but most of my gaming | do on console. Because | work 
‘on my PC and | make games on my PG, for me stepping away and having a break 
means sitting on my sofa on the big TV and playing my console games. It just feels 
different, it feels like a separate space. It doesn't feel like work. 


What's your current obsession? 

I'm very into [Middle-earth:] Shadow of Mordor, | think it's a very, very, very good 
game, Just very clever on delivering on an amazingly deep looking system - the 
Nemesis System - but actually it's just very clever smoke and mirrors, and | mean 
that as a compliment. I'm always incredibly impressed when games very concisely 
achieve something very impressive. And that system, yeah, it’s just lovely. 


What was your first gaming experience? 

lt was probably those educational games. | 
remember Word Rescue, which was about a bookworm- 
caterpillar character that had to collect letters and gunge 
monsters, and looking back - | think it was from Apogee 
actually - it was not a good game, but | remember 
enjoying that. And Hocus-pocus | loved from Apogee - | 
had a lot of Apogee games as a kid - which was actually 
just a beautiful combat platformer which | was hooked 


What's the best thing about the industry as far as 
you're concerned? 

I think it's an industry primarily made up of really cool 
people who love their jobs, and that leads to a very nice 
atmosphere. There's a lot of helping out, there's a lot of 
people going to bat for each other, supporting each 
other, | know that if | run into a problem, a bug or an 
issue or something's not working for me dev-wise, | 
know of at least ten people | could emall who would 
drop everything for the day and help me, and that's 
awesome. That's nice, And I'd do the same for them 
myself, It's just a very nice community. We all kind of 
won, we got the job we wanted, and | think that leads to 
people being very helpful and being very aware of how 
lucky they are and enjoying that, So it's a nice 
community of developers, And that goes between 
companies. It's very easy, with the way games are 
presented and talked about, to assume that there's feuds 
and issues, and this platform holder hates this platform 
holder, but everyone gets on really well and likes each 
other and it's just a bunch of kids that are paid to make 
toys. It's awesome. 


And finally, what do you think is the biggest recent 
change in the industry? 

| think the biggest one is the shift in indie. When | got 
in with Thomas Was Alone you could bring out a game 
that was very low budget and you could find an 
audience, and | feel that's changing a bit. | think there's 
an arms race starting up. What | think is we're seeing the 
90s basically repeat themselves. You had alot of people 
in the 80s making weird esoteric stuff, and then that stuff 
started to make money and the people who were making 
those games had a bit of money to spend on the next 
game, and in the 90s you got an arms race of more 
technically impressive games, more expansive, 
‘expensive games, and you're seeing that in the indie 
scene starting. I'm hoping that the entry level stuff 
continues, I'm hoping that this doesn't kill the weird little 
games, that they're still an achievable thing. We'll see, 
time will tell, I'm hoping we get it better than the people 
of the 90s. Fingers crossed. 


Nintendo says 

‘more than 30 hours of ‘ie’ will act 

lke their owners: using objects or 

avoiding them, blocking attacks, as 
las focusing on Smash or 


Don't get us wrong, the experience of playing Super Smash Bros. on the Nintendo 3DS is 
briliant (troublesome online multiplayer aside) and really well adapted to the handheld, with the 
circle pad and the tiny 3D screen doing their best to keep us happy. But wow, what a pleasant 
change itis to move onto the big screen. It not only enhances the visuals and accuracy of the 
controls, but it enhances the emotions you'l experience while you play. 

We tested the game using the classic Gamecube controller, What's extremely important for 
Smash is those eight well defined stick directions. That big A button, those combative triggers. 
The subtle vibrations in the menus or in combat, the direct wired connection, You don't get the 
same experience with the Wil U GamePad, so the adaptor is going to be an essential piece of kit. 

We also enjoyed 8-player Smash, played out on different stages and with various settings, not 
just because it multiplies the on-screen chaos as you'd expect, but also because we found a 
different type of fun emerging from the confusion and how it mixes up tactics and the gameplay. 

Next up we took a look at the Amiibos. Each statue is an independent Al that learns from your 
combat skills and levels up imitating what you usually do in the game, but you can never put 


ys that Amiibos with 


cial mo 


yourself in their plastic shoes. You can train against them or add them 
to your team, and then take them to a friend's house so, Pokemon 
style, you duel to see which one is best trained. Or they can 
accompany you in multiplayer battles and you end up turning them into 
formidable opponents. 

In our 8-player Smash matches we played with five human, two 
Amiibo characters, and a normal CPU fighter, and the truth is that the 
behaviour and the level of Amiibo clearly showed, There was a level 21 
Kirby who was tough to beat, while the Pikachu Amilbo was fresh out 
the box and wasn't that fearsome as a result. 

With Super Smash Bros. for Wi U coming in late November, we don't 
have long to wait before we can start training our own Amiibos. 


Genre Dev Publisher Release 


GAMEREACTOR 100 


REASONS WHY WE 
LOVE GAMING 


Personal highlights from the last thirty 
years of gaming 


GAMEREACTOR 100 


OAST 


There's something tranquil about Sega's Outrun 2, Sure the game wil pinpoint your closest rival during the race, that ticking clock running 
down to zero as you try and hit every slipstream, perfect every power slide to make it to the next checkpoint, Pick the right music track and 
you'l feel the pulse racing, And yet... there's an air of serenity toi all. Soak up blue skies, the perfect steering, and enter an almost zen-like 
state, If we need to zone out from real ife then we fire up the XBLA version, and take a sun-kissed cruise through Sega's finest arcade racer. 


Nope, not Joel & Ellie - though their story is 

99-98 pretty damn special as well, But it's of huge 
compliment to Naughty Dog that not only can 
they produce one of the most effective 


SARAH & _ 2iosuestoa game ever, but in the 
span of five minutes make you care for 
JOEL | the tatner and daughter re.ationship so 
much, It just means when they snatch 


it away so cruelly, there isn't a dry 
eye in the house. We cried. 


LIGHTSABERS FTW 


Lightsabers are cool, there's no doubt about that, but 
perhaps the coolest of them all was the one you made 

yourself in Knights of the Old Republic, because you had 
to earn it. And then, once it had been built, you really did 
fee! like a Jedi thanks to the powers bestowed on you by 
Bioware in their seminal RPG. 


Psycho Mantis 


“| see you like Castlevania, don't you?” In a time before the internet 
spoiled everything prematurely, Kojima's head-metting trick some 
way through the original Metal Gear Solid by evil psychic Psycho 
Mantis freaked us all out. The programming needed for what was 
but a single line of dialogue - the game reading other Konami 

saves on your Memory Card and adding some extra dialogue to 
creep you out - was insane, but not unusual knowing what we do 
now about the MGS creator, Great character, great moment. 


Zelda & Mario soundtracks 


‘Two iconic scores, one man. Koji Kondo hasn't been the solo composer to work on 
every Mario and Zelda tie-in, but he's definitely the driving force behind these special 
‘game soundtracks. The Final Fantasy OSTs will forever hold a special place in our 
hearts, but there's no other series that has managed to create such distinct, unique - 
‘amazing - tunes for every single entry. Be it midi or full orchestral versions, the Mario 
and Zelda soundtracks can make us smile or hold back a tear every time. 


93 Meeting the Flood 


{twas a moment well never forget. One minute 
We're batting a fairly run-o-the-mil alien enemy 
(with admittedly superb Al) when suddenly our 
game was turned on its head and we were being 
‘overrun by the Flood, Halo’ third enemy faction, 
(Cue a frantic scramble forthe exit and one ofthe 
‘most extilarating set places of all ime, 


92 Hitting the last Bubble 


Talto's classe tale of dinos Bub and Bob and thelr 
{quest to entrap all of thelr enemies in bubbles and 
stomping on them has us humming along to the 
‘theme almost 30 years later, The ecstatic feeling of 
Popping that last bubble ina particularly dificult 
stage Is the perfect ilustration of why we love video 
games, 


91 Beating the Devil Car 


The PSOne adaptation of Namco’ arcade title 
launched with just one track (albeit with dtferent 
versions), You became intimate with every corner, 
bump and curve, Essential if you wanted to 
‘overcome the Devi! 13th Car. Nerves of steel and a 
Inte luck were required in keeping the beast at bay, 
beating It back with your rear fender time and time 
again. But beat It you did, and the victory was one of 
the sweetest moments in our gaming Ives, 


90 Calling In a Titan 


That moment where you call down your first Titan 
‘and jump inside, when Repsawn's straight-up scl 
shooter turns nto something closer to the 
Mechwarsfor games of our youth, Is absolutely 
prlcaless, There's nothing finer than stomping 
‘around a battetald In a ter-foot robot, thats for 
sure, It's also the Idea that every dog has its day, 
with each player glven the chance to stomp around 
‘and cause some destruction, 


89 DOOM Deathmatch 


Our first mutiplayer Doom experience Is an atypical 
‘one, Instead of venturing online on the family PC, 
Instead we were sitting across the room from our 
opponents, clutching control pads in swealy hands, 
playing on two linked PSOnes at a iandly” 
tournament. Rockets were fired, bullets hit home, 
barrels exploded, victory was earned, an addiction 
Was bom. 


88 Upside down Castle 


‘Make your way to the end of Dracula’ castle in 
‘Symphony of the Night and the simple boss bate 
against a possessed Richter Belmont fat like a 
premature ending. It was. Further exploration 
Uncovered an artefact that allowed you to see - and 
attack - what was possessing the vampire hunter, 
and free him. What you thought was the end turned 
out to only be the first half, as another, upside-down 
castle materialised over the original, New bosses, 
secrets - and an amazing final boss fight - awaited. 


We used to think the 40-hour-plus JAPGs were the 
ultimate in long-form storytelling, Yet those told the tale of 
one set of characters over one narrative arc. The idea of 


nships carried over a trio of 
was truly your own. itwas 
king Dead - which is even 


ing your actions in Season 1 shape the outcomes 
in the second season. Remarkable stuff. it may 
Jame, but it's always your own story. 
, 


GAMEREACTOR 100 


CAR BONUS 
STAGE 


‘The road to being the ultimate street fighter came with numerous brulses and embarrassing defeats at the hands of more 
experienced combatants (either highly-skilled human opponents or ultra-hard, sometimes unfair NPC foes), and sometimes we just 
‘needed to unload some of our frustrations on an inanimate object that was just parked in the wrong placa. But it was stil a game of 
kil - downing the vehicle with Chun-Li's thousand foot kick or E. Honda's hundred hand slap required ite finesse, Succeeding with 
characters that didn't have you hammering one button over and over? That was something else entirely. 


©° ARKHAM 
SERIES 


with Arkham Knight stil an unknown, and with Arkham Origins the slightly disappointing work 
of a second studio, we're actually left talking about two games here, Batman: Arkham Asylum 
and its sequel Arkham City. These are two masterpieces by Rocksteady, and surely rank as the 
best modern use of a cross-over license. The city setting ofthe sequel might not have cased 
the action as snugly Is its predecessor, but both games offered a compelling take on the 
Batman fore, and the gameplay mechanics that overlaid it were a class above anything we'd 
seen before. Our fondest memory ofthe series so far goes back to that first game, to clearing 
cout the titular asylum, dropping in on unaware henchmen, stringing together combos via the 
brillant combat system, and exploring the brilliantly put together environment. Perhaps Arkham 
City wasn't as tight an experience, but it was stil hugely entertaining, and the memories of both 
are fueling our huge anticipation of Arkham Knight, which can't come around soon enough. 


Gilbert & Sullivan 


Forus, the moment that endeared us to 
‘Mass Effect - and one particular character ~ 
‘more than any other was Salarian scientist 
Mordin Solus and his Gilbert & Sullivan 
recital aboard the Normandy in Mass Effect 
2, It made us laugh then just as much as its 
reprise in Mass Effect 3 managed to break 
our heart, 


Last track Wipeout 


‘Wipeout 2097 upped the ante with each 
new class. By the time we hit Phantom the 
pace reached eye-bleeding lavels. Then we 
hit Spilskinanke, a track of near-sulcidal 90, 
degree comers, with gaps prior to each, 
forcing us to turn an extreme left or right 
Just as were leaping to ensure we weren't 
plastered over the side of the track. 


Learning guitar 


Guitar Hero and Rock Band emulated the 
sensation of performing songs, but the 
‘experience was nearly as hollow as the 
plastic instruments, When Rocksmith was 
Introduced, promising to actualy taach us 
how to play with the rea thing, we leapt at 
the chance, And the klea worked; we felt not 
Just a tke rock star, but a proper musician. 


CoD Killstreak 


‘Whether Its back-to-back kis in Battetold, 
{ive-4n-a-row on Halo, or ten sequential 
headshots in Call of Duty, there's few 
‘oolings finer than stringing together a un in 
‘your favourite shooter, finding that wave and 
riding i al the way to its inevitable 
Conclusion, It's moments ke this that make 
Us play. 


Taking down Daddy 


The sight ofa sinister Big Daddy and his 
‘erie ward went on to become the image 
that defined irationa's classic, They were 
tough, make no mistake, and hard to take 
‘one down at frst, which made It ll the 
‘more sweet when It happened. Then all you 
had to do was decide whether or not to 
extract the ADAM from the Little Sister. 


Micro Machines 


One of the most magical racers ofall ime, 
‘Micro Machines took a hugely popular 
brand and did something incredible with it 
The quitky tracks, the punishing handling, 
the lush visuals all conspired to create one 
of the more memorable games of the 16-bit 
ora. lassie stuff, and a game that accounts 
for roughly 20% of our entire childhood. 


Minesweeper 


Our addiction to Minesweeper never got to. 
‘the stage where we were learning the 
boards by rote, which is how the very best 
Players are able to post the fastest times, 
but we sure spent.a hell of alot of time 
clicking away at grey boxes when we should 
have bean doing our homework, or worse, 
In our information technology classes at 
school 
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Half-Life Gnomes 


Little Rocket Man. An achievement that you will never 
forget. A seemingly ordinary Garden Gnome just like 
any other prop in the opening chapter of Half-Life 2: 
Episode Two had to be carried along to the end of the 
episode where it could be placed in a rocket and thus 
fulfl its destiny. Figuring out how to get it to the ride 
was a puzzle we thoroughly enjoyed. 


_ 


PSN 
& XBLA 


PSN and XBLA are the services that 
delivered indie games to the mainstream, 
and without these networks i's arguable 
that games like Super Meat Boy (xbox) and 
Journey (PSN) would have never been 
made, let alone have gone on to be as 
hugely influential as they were. 
Discoverabilty is stil tricky on both, but 
when alls said and done, PSN and XBLA 
have both had a hand in shaping the 
modern landscape, and the current new- 
gen lineups, where triple-A and indi titles 
sit side-by-side, are largely down to the 
successes ofthe last generation 
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72) BYE 


It was one of the most shocking events in a story-driven title and no-one saw it coming. You'd spent 
the better part of twenty hours getting to know seemingly reserved flower gil Aeris, who'd been 


AE RIS pulled into your eco-terrorist band of rebels, You only just realised how much you'd come to care for 
her when the game's antagonist Sephiroth murdered her in front of you. A Final Fantasy VII classic, 


N64 


‘One of our favourite consoles of all 
time, the N64 kickstarted a lot of 
revolutions for the industry. Not just 
because of the Killer lineup of games 
that saw a series of classic Nintendo 
franchises move into the realms of 
8D, but because of the three-pronged 
controller with the solitary analog 
stick that would go on to inform the 
designs of all control pads. Then there 
was the four player plugs (only the 
Dreamcast would offer similar before 
USB ports phased the idea out), 
Goldentye remains an all-time 
favourite thanks to that feature. 


_ @ Miyamoto 


The reaction of the crowd upon seeing a "relistic” Legend of Zelda on 
Gamecube followed by Shigeru Miyamoto entering the stage in May 
2004 with a sword and a shield Is probably the biggest ever in the 
history of £3 press conferences. The combination of familiar artstyle and 
the well-executed entrance of Miyamoto nearly brought the root down. 
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In addition to the introduction of Twilight Princess the 2004 Nintendo 
press conference also featured the first appearance of Nintendo of 
America's Reggie Fils-Aimé. 
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} Some great IPs remain untouched after years of neglect, while others, lke the ones 
Ee RANCH ISE listed below, are revived and reworked for a more modern audience. Sometimes the 
results are surprising, often they're underwhelming (or at least, not quite at the same 
= REBI RTH level as the originals), but when it works, when a great series is given the sequel or 
{reimagining that it deserves, i's satisfying beyond belief 


XCOM: Enemy Unknown ous Ex: Human Revolution Tomb Raider i learus: Upeising (Castlevania: Lords of Shadow Fallout 3 Rainbow Six Vogas Doom 3 


VIRTUAL REALITY 


‘Virtual reality is making Its big push, and with that 
being the case It's easy to forget that It's been around 
‘for years and years, The technology has now almost 
‘caught up with the potential of the platform, with 
% ‘modern graphics finally able to immerse us 
nay convincingly Inthe dtl worlds created by modem 
4 devs. With Oculus Rift and Project Morpheus just two 
high profile options, It looks tIke VR Is finally here to 
‘stay. We've tried a varlety of different experiences already, and the potential Is easy to 
‘see, Could the gaming Industry be about to undergo a seismic shift, or will VR 
ultimately end up tke stereoscopic gaming, apprecated but under-nourished? We 
cartalnly hope tat his Isnt th case, and everything woe sean so far has us 
convincad that tual realty hve to stay. Fingers crossed, 


DEAD ENDS 


Even the best stumble at times and the launch of 
Virtual Boy is certainly not Nintendo's proudest 
moment. The low-tech sem-portable virtual reality 
helmet featured monochromatic red 3D Imagery and 
Was launched in Japan and North America in 1995 only 
to be discontinued six months later, EA founder Trip 
Hawkins launched the 3D0 Interactive Multiplayer in 
1993, costing a whopping $699 it launched with just 
‘one game, and was crushed by the giants of the time, 


® BETHESDA 


‘Skyrim, Oblivion and Fallout 3. A trio of superlative open-world adventures, 
constructed by the team over at Bethesda, and three of our favourite games 
from the outgoing generation of consoles (and you can also go back 
another generation and add the older Morrowind to that ist you want), 
‘The worlds that have been created hare ara the stars of thelr respective 
shows, with rich environments littered with things to do and people to meat 
along the way. Al three offered a huge range of missions and quests, 
ranging from epic storylines and cataclysmic battles, to altogether more 
morally grey activities. Freedom Is the key word here, and its something 
that defines the work of this studio. Its up to the player who they are, what 
thay fight for, where they go and how they get ther. 


UBISOFTREVEALS GAME RIG 


WATCH DOGS ne of our absolute favourite memories is getting that fst 

Gaming rg up and runing, antl stepping out ofthe 
DIVISION, MORE Te eee aici 
ita special feting,plekng out the pats ater careful 
research, then assembling them to create your ovm super 
compute. Ours is starting to agea bit now and needs a 
hefty upgrade, and while were not looking forward to the 
expense, we cant wal to start rebulding our gaming rig 
once again. 


In recent years some of the greatest reactions at E3 haven‘ been at 
the press conferences of the big three, but rather at Ubisoft's more 
modest presentations in downtown LA. You could say it started in 
2010 when the show opened up with Tetsuya Mizuguchi on stage to 
reveal the long awalted Rez sequel Child of Eden, and more recently 
in 2012 (Watch Dogs) and 2013 (The Division) new concepts have 
recaived standing ovations. 


COSPLAYERS 


Gamers have different ways of showing 
thelr affection for games and characters, but 
tha time and effort that goes into top ter 
cosplaying Is simply astounding. We 
recently saw some great costumes at the 
London Fan Festival for Final Fantasy XIV, 
‘and events ike Comic-Con and Tokyo Game 
‘Show wouldn't be the same without them. 


MIDNIGHT OPENING 


Our late night excursions to GAME nearly 
always involve Bungle games, and there's 
something delightfully sel-ndulgent about 
heading out late at night just to buy a video 
(game so you can play it Into the wee small 
hours. Our favourite midnight opening, 
however, was last year when we went to get 
our PlayStation 4. We took a bodyguard, 


CARTRIDGES 


‘After years of waiting for cassettes to load It 
\was a reef to return to the ease of cartridge 
based gaming, At times you had to blow on 
‘them, but they were reliable and served 
(garning well for many years, The nature of 
carttidges also offered extra controller ports 
(Micro Machines) and an extra cartridge slot 
(on top of the cartridge (Sonle & Knuckles) 


LAN PARTIES 


There's only one thing finer than getting a 
load of friends together and enjoying some 
‘multiplayer shenanigans online, and that's 
(otting the same people together in the 
same room and doing the same thing via a 
local network. Some of our fondest 
‘memories of gaming Involve LAN partes, 
‘and we stil take part in them from time to 
time, just so we can capture that same 
{oaling from yesteryear. Friends, Controllers. 
‘A room ful of cables. Good times. 


FIGHTING FISH 


Attar the phenomenon that was "Twitch 
plays Pokémon” came "Fishes plays Street 
Fighter I". The dueling fishes (with the 
aquarium divided into the various buttons 
neaded) Robert the Bruce and Aquarius 
Went about thelr lives unaware that 
thousands of people watched them duke it 
out, betting virtual chips on the outcome, 


GAMING MODS 


‘Some games are fantastic on thelr own, but 
others grow thanks to the collective 
contribution of the modding community. its 
these dedicated individuals and groups that 
breathe new life into our favourt tes, 
\Whether fs improved textures and visual 
effects, new campaigns and story missions, 
Cr even total conversions and whole new 
games. 


“There is always a man. There Is always a lighthouse.” Narrative simllartls between Bloshiock 
‘nd its sequel felt a shallow artistic flourish of the same studio. But everything had meaning, 
vents aligned. From mid-game revelations through to the watery end, Inne bolled the brain 
vith high concept sol-f that fet ke a genre masterwork - and we're not Just limiting i to games: 


DERBY BOWL 


‘There's no single event in a console racer that has 
drawn us back for retum vists as much as the 
Bowl In the original Destruction Derby. Cars tine 
up on the periphery of a huge arena, and then 
proceed to smash each other to oblivion, earning 
Points for smashing, wrecking and 360-spinning 
their opponents. Never-bettered destructive fun 
and utterty addictive stutt 


EPIC CITADEL 


Fora very long time games on phones meant 
Snake, Then there was the unfortunate N-Gage 
(Nokia's game slash phone), but when Epic 
Teleased thelr Epic Citadel demo (which would 
eventually tum into Infinity Blade) It really opened 
up our eyes to the potential of what mobile games 
could be, and these days I's difficult to imagine a 
time when mobile games simply weren't relavant 


4) Sonic & Tails 


Sonic the Hedgehog was a malor series for Mega Drive and Master System, and 
perhaps the greatest milestone for Saga was with "Sonic 2sday”, the worldwide 


launch of the second game in 1992. Not only does it stand as possibly the greatest 
game in the franchise's history, but It also Introduced one of Sonic's best frends 
‘Miles "Tals" Prower, who both appeared as an Al helper (collecting one or two 
extra rings and dying a lot) and as a player-controlled character. 


TECH DEMOS 


Instrumental to the announcement of any console 
in the past were tach demos. Whether it was 
rubber ducks on PlayStation or 128 Marios on 
Gamecube, they helped us visualise experiences 
that would likely not materialise until the next 
‘Generation of hardware, Lately the amount of tech 
demos have been dwvindling. Most notable in 
Tecent years have been Epic Games’ Samaritan 
‘and Quantic Dream's Dark Sorcerer on PSA, 
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PSONE 


Final Fantasy VII - IX. The Wipeout series. 
Ridge Racer franchise. Crash Bandicoot. 
Tekken. Castlevania: Symphony of the Night. 
Doom and many, many more. Sony's debut 
changed the industry but more importantly 
for us, offered a catalogue of arcade-perfect 
‘experiences, new IP and returning classics. 
It’s arguably got a richer game list than the 
N64, and it definitely is one of our most fond 
memories of gaming. 


PlayStation 


40 OR AN GE BOX Up unt the recently released Master Chiat 


Collection, there had never been a better value 
proposition than The Orange Box from Valve, Contained on the disc was Half-Life 2 and follow-on chapters 
Eplsode One and Episode TWo, hilarious cartoon-style shooter Team Fortress 2 (and at the time of release it 
hadn't gone free-to-play), and a physics-bending puzzle game unlike any other, the superb Portal 


039 


ONLINE PLAY 


PC gamers had long been enjoying the delights of online multiplayer (and all 
the trials that came with itn those early days), but the joy of online gaming 
‘on console only rally hit the bigtime with Halo 2. Now it's a glven - 
‘expacted - that a big game will ship with an engaging multiplayer 
‘component. Sometimes it means we get bolted-on online experiences, where 
dovs feel obliged to add something n to make up the numbers, but for the 
‘most part wo'e treated to a stream of pulsating online experiences. 


E3 & GAMESCOM 


‘Wo've scattored soveral entries in our list that reference the biggest video games of the 
year -E3, Gamescom and Tokyo Game Show. Each in thelr own right has a claim on being 

‘the most Important event ofthe year. E3 cartainly packs the most star power and the 

bigger announcements. Gamescom has the largest crowds and the most floor space, while 

‘Tokyo Game Show offers a more intimate but very popular view into Japanese gaming 

cultura, Between the three editors of Gamereactor we've caverad upwards of 50 major 

shows and we're always as eager for the next one, Meeting the people behind the games, ye é 
seeing all the upcoming highlights, and being surrounded by gamers is truly epic i YP (MORTAL KOMBATX 
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BEST OF BRITISH 


They mightn' get the plaudits they deserve, but we've got some of the very best development talent 
Inthe world based here n the UK, from Grand Theft Auto creators Rockstar North to Arkham makers 
Rocksteady, with racing mastars Codemasters, Indie specialists Team 17, and RuneScape creators 
Jagex. The list goes on and on and on with studios such as Fable teling Lionhead and strategy Kings 
Creative Assembly also worth a mention (there's more, many more). These are developers we should 
be proud of. Some of the very best, and they're working on our doorstep. 


Sy) 
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PHANTASY STAR ONLINE 


Sonic Team's Phantasy Star Online was the frst 
ontine title to really make online truly accessible and 
fun on console even with a 33,6K modem. The 
‘magic ofthe original was never quite reproduced on 
other platforms or with Phantasy Star Universe, but 
those long nights in 2001 stil stand as some of our 
best ontine gaming memories. 


TROPHIES & CHEEVOS 


The decision to add in achievements and trophies 
Was a masterstroke, essentially adding an additional 
layer to our gameplay experience. I's since gone on 
to bea metagame all of Its own, on a micro level, 
\with players trying thelr best to fully complete thelr 
favourite games, and the macro, players comparing 
thelr accumulated scores, The urge to get the next 
trophy Is a compeling one, and arguably these 
Lunlocks have changed the way we play our games, 


SPEED RUNS 


How to build additional challenge into your games? 
‘Spood runs Is how. Take a standard game and then 
race through at the speed of light (or as near as you 
‘can achieve. Its a long-observed tradition that fans 
enjoy across a huge varlaty of games, with recent 
‘otable examples belng fans who completed Metal 
oar Solld V: Ground Zeroes in just over tive 
‘minutes, or one gamer who complated Spelunky in 
less than two, 


A CASE OF WORMS 


Team 17's Worms was one of those games that 
fined our youth, and memortes endure of trends 
‘crowded round a twelve Inch screen, passing the 
PSOne controll from player to player, doing our 
absolute utmost to bring misery and destruction 
down on our friends. The conoept had been done 
bofore and has been replicatad since, but for our 
money its the cutesy crawlers that did it best. 


NIRNROOT’S TINKLE 


It was in The Elder Scrolls IV: Oblivion that our 
obsession for finding collectibles and items had us 
sink to new, previously unfathomable depths, and 
there was nothing more gratifying to us than the 
familiar audio cue that told us that there was some 
Nimroot nearby. The potion that you got for 
collecting all those plants was hardly worth it, but 
that tinkle was enough to drag us from whatever we 
Were doing to go in search of this vociferous plant. 


MASSIVELY MULTIPLAYER 


‘World of Warcraft is the game that most people think 
of when you start talking about MMOs, but there's so 
many more that itd be unfair to focus on ust the 
‘one, From shooters like World of Tanks to RPGs lke 
‘Star Wars: The Old Republic and Guild Wars 2, 
there's something for everyone. 


- Snaaaake! 


t's an enduring catchphrase that has stood the test of time. it takes us back to those early days on PSOne, crawling our way through vents, 
and. hiding bahind objects while waiting for guards to pass and the chanoa to progress. Ground Zeroes stood as stark reminder of the series’ 
‘quality, even If timé had,dimmed the memories of Guns of the Patriots somewhat. Creator Hideo KojIma’s skill at weaving cinematic flalr 
-with quality mechanics has made this one of gaming's greatest franchises. A classic series, and one we can't walt to continue when Metal 

Gear Solld V: The Phantom Pain finally arrives, ‘gore 
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22 GRAND STRATEGY 


SSinca the days of the frst Civ, we've been. 
trying to take over the world via an array of 
stellar strategy games and simulators. Real 
time strategy, sandbox simulators, turn- 
based offerings, tower defence; there's 
Plenty of ways to exercise the old grey 
matter if that's how you lke to spend your 
evenings, 


21 SPECIAL EFFECT 


Special Effect Is a UK charity that works to 
help people with dlsabltes enjoy the 
dolights of video games. Ranging trom 
‘modified controllers to eye-control, Special 
Effect does a wonderful job opening up the 
‘world of gaming to people otherwise locked 
‘out, AbleGamers, who are in the same fleld, 
also deserve a mention, 


20 INDIES RISE 


Indies have come home, Back inthe days of 
the C64 and the ZX Spectrum, developers 
‘were typically small scale operations, These 
formative years eventually made way to 
huge studios and triple-A development, but 
the explosion of digital dlstribution via 
‘Steam, and the rise of XBLA and PSN, has. 
breathed new If into indle davelopment. 


19 GAMESMASTER 


GamesMaster will hold fond memories for 
many of us, thanks largely to the crazy 
antics of presenters like Dominik Diamond, 
but our defining memory Is that ofthe face 
of astrologist Sir Patrick Moore handing out 
tips as the the ttular Games Master: One of 
the UK's finest hours, and one of the best 
reasons to watch TV in the mid-80s, 


18 COUCH PLAY 


Long before online gaming was a thing 
friends would gather on or infront of the 
‘couch, passing the controller between each 
other, take it tus to have alte in single- 
Player, and competing in various muttiplayer 
offerings. For a long time local co-op was 
neglected by developers when online 
replaced it, but thankfully t's coming back. 


17 KONAMI CODE 


Up, up, down, down, lef, right, ltt, right, 8, 
‘A. This code was created for Gradius on 
INES as one of the coders found the game 
too dificult to test, but somehow the code 
‘was left in there forthe final release and the 
rest Is history. Today a couple of hundred 
‘games use this code - or variations of it~ to 
‘lve players much needed power ups. 


16-15 MS & SONY 


‘The back and forth between Microsoft and 
‘Sony over the last decade at E3 has bean a 
Joy to behold. For a tong time they didn't 
Spar openly, but year after year Microsoft 
‘would pinch some franchise thought to be 
PlayStation exclusive — ike Final Fantasy, 
Metal Gear Sold or Tekken, Now that the 
tables have turned Sony have been cheeky 
enough to deliver some devastating verbal 
{abs to thelr competition, 


SEGA 
DREAM 
Le CAST 


Conventional wisdom would have 
‘seen Sega abandon hardware 
production folowing the Satur 
flasco, But they gave It one last go 
Dreamcast, Short-ved but much 
loved, this console managed to spit 
‘out an amazing number of classics 
within just @ couple of years ~ 
‘Shenmue, Jet Set Radlo, Crazy 
‘Tax, Soul Calibur, Phantasy Star 
Ontine, Rez, Virtua Tennis, 


© QUAKE 


We'd been obsessed with 
Doom for a while when Quake 
arrived, so to call the shift to 3D. 
a revelation would be an 
understatement. Quake really 
blew our minds back in the day, 
and remains a happy memory 
despite the drab colour palette. 


Ww 
PS VITA 


It had been a long time since we'd been head-over-heels in ove with a 
handheld console, Perhaps evan as far back as the early 90s and the original 
Game Boy, and we weren't expecting to enjoy the PS Vita as much as we 
subsequently have, The whole GR-UK team is unanimous In thelr appractation 
Cf the device, and for al of us it's one ofthe fist things that's packad before 
any trip, Sony may have long since stopped trying to push triple-A games on 
the handheld (I ont It enjoyed the same support as the SDS), but Indie games 
Continue to flourish there, and that screen Is absolutly lovely The fact that It 
can be used a second screen option on the PS Is Just the icing on the cake, 


Master Cle san enigma, probably because ofthe riches of his vole andthe P 
teal MASTER fact that we never see his face In any ofthe games. That and because he's a badass 
Super wartor who singl-handedly saves humanity trom a doubl-bl of tebe 
CH I EF ‘enemies, An iconic character who spawned Microsoft's biggest franchise, 


© Cassettes 


It you thought piracy was something that was Introduced with the internet you're 
Soraly mistaken. The cassette player that came with Commodore 64 made It as 
‘easy as copying said cassette on your stereo player. Once you got your hands on a 
turbo cassette full of games It was only a matter of copying It with frends and 
‘you'd spend the next few weeks navigating the tape to see what games would load 
lip properly. Speaking of loading ~It could often take 10-16 minutes to load a 
‘game off the cassette and if you happened to move the table during the process, 
This meant we'd often go outside to play while It loaded. Callfomia Games, 
Mission Impossible, Bubble Bobble. 
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FOOTIE 


From the good old days with Sensible Soccer, Super Kick-Off and 
International Superstar Soccer, untl today's modem giants FIFA and 
Pro Evolution Soccer, we've alvays enjoyed taking to the digital pitch 
and kicking a virtual ball around, And let's not forget about the arcade 
antics of Virtua Striker. Or the management side of things with Football 
‘Manager (and Championship Manager before i)... we're not sure how 
‘many hours we've lst to those, 


MASTER YOUR 


BATTLEFIELD. 
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THE TYON’S 


xX-CELERATOR 


is an innovative, two-way analog stick. 
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GAMING HAS CHANGED, THE BATTLEFIELD HAS EVOLVED 


The X-Celerator analog thumb paddle's amazing control configurations, ingenious placement of the Fin Switch, a deadly precise 
8200 RS Laser Sensor, ROCCAT’s powerful driver, 16 buttons, 31 assignable functions and a vivid 2 way 
lighting system with 16.8 million colors - the ROCCAT Tyon Gaming Mouse takes gamers to the pinnacle. 


RaoccAT 
Tron Curys Pc wor rnacenr ono 
WWW.ROCCAT.ORG/TYON 
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MOBAS 


Who could have predicted that a mod for a fantasy RTS 
‘would go on to form the basis of one of, if not the, most 
Popular gaming genres on the planet? That's exactly 
‘hat happened when modders created a game mode 
called Defence of the Ancients, based on Blizzard's 
Warcraft 3. It went on to Inspire the creation of League 
of Legends, Dota 2, and many more besides. With 
milion of players logging on to play these games every 
day, and with the eSports around these games attracting 
huge prize funds, t's clear that the genre is hereto stay 


There fs simply no denying the impact that Wii Sports had on video games as a whole, Nintendo's J 
‘Wil became thelr most successful home console and, while motion-controled gaming may not have . 

hit home with everyone, it succeeded in introducing gaming to a wider audienca, it wasn't limited to balance boards and 

\wilmotes, it was home to modem classics like Super Marfo Galaxy and Twilight Princess, as well a the best-seling game of the —— 
Whole generation, Mario Kart Wil = 


2] CROSSOVERS 


Fora long time, pirate carts and hacks were the only way for players to Join 
together some of thelr favourite gaming universes, These days we see tons 
Of collaborations, some of which ware completely unthinkable inthe early 
‘90s, Perhaps Capcom are chiefly responsible given Marvel vs, Capcom and 
later Capcom vs. SNK. Marlo and Sonic have joined forces for Olympic 
‘competition, and these days pretty much every major Steam tle offers 
‘some kind of Valve Easter egg or crossover. Crossovers are largoly 
associated with the fighting genre, the Soul Calbur series has seen Link, 
Yoda and Darth Vader appear In-game, and Mortal Kombat has seen both 
Kratos and Frecdy Krueger appear. And then there's Super Smash Bros, 
‘where Sonic, Pac-Man, Mega Man and others join Nintendo's roster. 


STREETS OF RAGE 2 


Ityou grew up on Nintendo systems you may want to replace this entry with 
‘one on Final Fight in your mind, but for us Streets of Rage, and the second 
game in particular, Is the pinnacle of the walk and braw genre. Yuzo Koshiro's 
soundtrack flavoured with electronic baats was one of the vary best of the 16- 
bit goneration. The addition of wrestler Max with his powerful piledivers and 
the rollerlade-equipped and creatively named Skate made for a better roster 
as they joined series regulars Axel and Blaze and made for some inspired co- 
‘op combinations, And who can forget enemies named Buffet and Gourmand? 
Yes, they ware big boys, 


Gaming has always struggled with balancing intaraction and gameplay with delivering captivating 
rarratives. Most of the tine gameplay Is king, but in graphical adventures of the point and click 
variety, story oftan took precadence over gameplay (in certain cases the gameplay was simply 
Inturiating and illogical). Outside of the RPG genre it has supplied us with the most memorable 
characters ~ Manny Calavera, Guybrush Threepwood, George Stobbart, Larry Laffer, Sam and Max, 
Bernard Bernoull, and more recently Vella and Shay from Broken Age, Rufus from Deponia and of 
‘course, Clementine from The Walking Dead. 


Point & Click 
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MAGAZINE 


Of course we had to mention our own 
‘magazine here, because not only did 
‘we make i, but its the only free 
‘aming magazine avallable across 
Europe. The plo above Is from our first 
‘ver mag, and in your hand you're 
holding Issue 16, and we continue to 
(row from strength to strength with 
avery new edition. For al the latest 
‘news, previews, reviews and more, 
‘make sure you head to your local 
rotallar and grab a copy. Plug over. 


Recon tea eta er] 
Foie SS 


CLASSIC 
ARCADES 


Sadly arcades as they used to be are all but 
extinct, wth what was once a multitude of 
cabinets stocked with punchy pixelated 
shooters and platformers replaced by dance 
mats and elaborate racing games that sit next 
to bowling alleys. Unless your lucky enough to 
have aocess to some vintage cabinets, you'l 
have to find new ways of playing those classic, 
‘games of yesteryear: One of the easiest ways Is 
also one of the most recent, with the November 
launch of The Intemet Arcade, a curated online 
archive of around 900 classic arcade tits. 
‘Some ofthe greater games of alltime have 
made it there, with gaming icons like Pac-Man 
‘and Defender available online for all to play for 
fee. Time to take a trip down memory lane. 


WORLDS 


Grand Theft Auto isthe poster child when it 
omes to open world gam 

North have but up a reputation 

the kings of the genre, but there's stl 

plenty of other great titles to choose from it 

living a te of crime Isn't your thing. Weve 

mentioned Bathesda’s offerings elsewhere 
lst, and let's not forget about tiles 

such as Just Cause 2, the Assassin's Ci 


the years there have been some landmark 
titles which have ushered in these amazing 
worlds, with tite like Shenmue opening 
the eyes of both gamers and a future 
‘Generation of developers, Like the worlds 
within the games, the genre itself has not 

en a linear evolution, and now we're 

“A titles such as GTAV sit 

alongside creative offerings ike Minecratt 
Gaming is the only medium that give 
these huge sandboxes to play in, and the 
liversity of experiences that can be found 
within them is absolutely staggering, 


FAR CRY 4 
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yrat is probably the angriest place on the planet. Everything wants to kill 

you, from the people you meet to the animals that roam around the 

grasslands, from the birds that fly above you in the sky, to the fish that 

swim in the sea. Even the landscape has it in for you at times. If it walks - 
and even if it doesn’t - it probably wants you dead, save perhaps for a few friendly 
NPCs that hand you quests or sell you things. 

Moving around the world is almost akin to being harassed. It's a constant stress, 
and you can't get far without something attacking you or trying to get your attention. 
There's never a moment's peace, either a pack of wolves are tearing away at your 
backside as you run like hell, or there's an enemy convey that needs to be destroyed 
in double quick time. The map is littered with a huge range of activities, so much so 
that it's almost overwhelming. Most of it is decent content, but as with most games of 
this type (and, in particular, from this publisher), it can feel a little bloated, there's 
almost too much to do and it can get distracting. 

The story, in true Far Cry style, fuses elements of revenge, local politics, and 
psychedelic set pieces that are underpinned by lots and lots of brutal violence. The 
campaign takes you through a variety of different mission types, ranging from stealth 
incursions behind enemy lines, to trippy dream sequences that the series is known 
for. For the most part the quality is good, and the same can be said for the side 
quests you pick up as you go. There's so much to do and see; this world has been 
fully stocked with distractions and diversions. It's not an overstatement to say that 


there's potentially dozens and dozens of hours of game to 
play here. 

Kyrat itself is mountainous and therefore a little harder to 
navigate than previous environments from the series. The 
new driving controls don't feel as natural as the old (though 
you can revert them back if, like us, you can't get used to 
reversing with just one analog stick), and walls of rock 
must be scaled using climbing gear, which changes the 
pace a little. It does, however, look fantastic, once again 
Ubisoft has made a hugely detailed sandbox for us to play 
in, and they've decorated it well. There's so much to see, 
and from time to time there's a vista to take your breath 
away and steal you away from all the murder. 

The series staples are all included, there's towers to 
climb, outposts to capture, wildlife to kill (and subsequently 
craft with - you have to find so many different species that 
you end up feeling like a one man abattoir), and a plethora 
of side quests, errands and challenges for players to busy 
themselves with that are tucked away in hidden places. 
There's also a huge range of weapons for players to find, 
use, and customise. There's new region-specific vehicles 


Min, Your choic 


ape the future ofthe 
‘county 


that have been added to the mix, to compliment the return of 
options such as gliders and more standard cars and trucks. 
There's much more to Far Cry 4 than just solo pursuits. 
There's a map editor where players can create challenge maps 
for each other, and the offerings we tried were decent. It's hard 
to review player-generated missions, but it's worth noting that 
there will be a steady stream of new content available to 
players, and for more creative types, there's the opportunity to 
make some interesting levels. Sadly the map editor will not 
support the creation of multiplayer maps (for now at least). 
Then there's the multiplayer modes, both competitive and co- 
operative. We played a few competitive games, and they're 
asymmetrical in nature, with one team armed with guns, and 
the other slinging arrows around the battlefield. The narrative 
grounding of the multiplayer revolves around the rise to power 
of campaign antagonist Pagan Min, with events set years 
before the arrival of Ajay Ghale and the beginning of the story 
proper. We'll have to play more before we can say whether it’s 
really good or not, because at the time of writing we're playing 
in underpopulated servers. However, there's potential here. 
The other main mode is the co-op option, whereby one 


player stays as protagonist Ajay, and the 
second player is invited into the game world as 
the character, Hurk. There's great fun to be had 
when playing as a pair, and there's even some 
content that can be tackled alone, but that has 
been designed with co-op play in mind, such is 
the challenge. 

Overall i's a great return for the series. 
There's a lot of similarities between this and its 
predecessor, although we're not sure that we 
prefer this new setting over the last. There's 
something less enticing about the game world, 

There's a few marks against; some frustrating 
respawns, the odd glitch (they appear more 
frequently when playing in the co-op mode), 
some needless difficulty spikes, and the local 
wildlife is ridiculously tricky to kill. But none of 

this is enough to drag the score 
down, Far Cry 4 is a huge and 
ambitious open-world shooter, and 
one of the better games of 2014, 
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t long last we get a GTA that 

never freezes or dips in 

framerate, but rather a game 

that sticks with 30 frames per 
second, Simply put, Rockstar kept their 
word, and the result is glorious. 

What's even more impressive is the 
first-person perspective. The work that 
has been done here is tremendous. We 
can't recall seeing anything as well 
crafted as this before. When you're 
swimming you can see your arms, if you 
look down you see your feet and hands, 
if you're standing still you may see 
yourself crack your knuckles or wipe a 
weary forehead. Put on a helmet and 
you'll see the edges of the helmet and 
the visor. It's all about the little details, 

It is extremely satisfying to fire guns, 
and switching between third- and first- 
person on the fly is just as smooth as 
switching between characters. A 
plethora of settings allows you to tailor 
how many of the original third-person 
features you want to remain, all the way 
down to the the angle of your field 
vision, or whether you want your control 
settings to be separate in third-person 
and first-person (or run across both 
modes). 

Speaking of driving, this is where 
some of the important improvements 
has been made. There's now much 
better control and we enjoyed all the 
little details in the many car models, 

It looks great. There's nothing on the 
technical side that breaks the illusion. 
There are no pop-ins with the 
characters or textures. The level of 
immersion is unmatched. 

The environments are gorgeous, the 
cars are shiny, and in our opinion the 
game is better at encouraging 
exploration, It offers the kind of 
‘experience we were hoping for on the 
new generation of consoles, and that 
alone is an accomplishment. We 
awarded the original top marks and 
can't do anything other than do the 

same here. While there are 
shortcomings, it's also still a 
masterpiece. GTA has never 
been better. 
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ASSASSINS CREED: UNITY 


PLATFORM PC PS4 XBOX ONE GENREACTION EVELOPEN UBISOFT PUBLISHER UBISOFT QiLEASE 12 NOVEMBER 2014 


ur new hero, Arno Dorian, is a handsome rapscallion, who has lost his 
family and now yearns for revenge, not at all dissimilar to the story of one 
Ezio Auditore da Firenze. Instead of old Italy though, the new stage is set in 
revolutionary France. 

The user interface has been tweaked somewhat, and, for example, parkour is now 
managed with two buttons, which tell Arno if he should be heading up or down. This 
cuts down on some of the frantic fumbling that AC games are notorious for, but it 
hasn't eliminated it altogether. Stealth has its very own button now as well, but once 
again, the action is not quite as smooth as the developers had hoped for. 

‘On the other hand, the combat system has experienced a more successful 
renovation. Mashing the attack button will no longer guarantee victory, and the 
‘smarter enemies really demand the player pay attention. The health bars above the 
‘enemies flash when they are about to attack, but due to the tight camera angles, only 
‘one or two of them will actually be visible during a scuffle, which leads to a lot of 
attacks being launched and subsequently landing unseen. 

The new parkour playground of Paris is indeed vast. The devs have modelled a 
wide selection of popular sights such as Notre Dame, but even the more everyday 
architecture is a joy to explore. The spirit of Paris is really present in this one, and it is 
one of the game's greatest strengths, perhaps even the greatest. There is also an 
‘opportunity to experience the city in some surprising contexts and time periods. 

While there are some serious pacing issues with the plot, the dialog is mostly 


entertaining and Arno is, for the most part, a likeable 
character. He may even have potential to be a popular hero 
to the same extent as Ezio himself. 

‘Along with the single-player campaign, there is of course 
a multiplayer element to Unity, though it appears in a 
radical new form, The fantastic competitive multiplayer 
element has been replaced with (fairly) seamless co-op and 
multiplayer missions. 

Overall it's a mixed bag. It's bursting with a variety of 
activities, to the point where it somewhat loses its own 
focus along the way. There are some improvements, but 
not enough to set it apart enough from its predecessors. 

At times it's glorious, but at the same time frustrating. It 
can be summed up in those moments when you are trying 
to craftily slip in through a window to stab a guard in the 
back of the neck, but instead end up leaping into a 
courtyard full of enemy soldiers like a clumsy idiot, You will 

‘scream, swear and pound your head against the 
coffee table, and then you'll reload the game, 
because when it works, it really works. 


RANDAL'S MONDAY 
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he team from Spanish indie developer Nexus Game 
I Studios has created a game that takes talks to the 
new-found coolness attached to being a geek. It's an 
adventure game where each scene was created by 
nerds for nerds. Randal's Monday is total madness, a pure 
delight for everyone out there with a penchant for tricorders or 
lightsabers. It's filled to the brim with references, links, names 
and quotes. This ranges from comic book heroes like Batman, 
to animated series such as Futurama and South Park, via 
science fiction and fantasy like Star Trek and The Lord of the 
Rings. Even Japanese pop culture and zombies are covered. 

It's also very important to mention Clerks. The Kevin Smith 
movie must have made a huge impression on the team. The 
main character in the game is clearly inspired by Randal Graves 
and was even voiced by the same actor, Jeff Anderson. And 
even if this is not a Clerks game, our hero talks in exactly the 
same way as the the character from that movie. 

Initially Randal looks pretty unappealing and it's hard to 
imagine that we'll learn to like this character. But he turns out 
to be quite witty and has some pretty crazy ideas to reveal. 
Publisher Daedalic has actually helped the studio with their 
work on Randal's Monday, therefore a few similarities are to be 
expected. Other adventure classics such as The Secret of 
Monkey Island and The Day of the Tentacle are also referenced. 

So how did the game get its name? Events conspired that 
meant somehow Randal becomes stuck in Monday. Every 
morning when he wakes up it is Monday once gain. Every day 
when Randal opens his eyes, his best friend Matt kills himself. 
Every day is just as cruel. It's Groundhog Day all over again. 

If Randal changes something in his day, then the universe 
tries to turn it into something meaningful and alter it in a way 
that, in the overall scheme of things, means that everything is 


still alright. So we have to make sure that every 
day is different, but that they're all 
interconnected. Any change always attracts 
major adjustments; at some point pigeons no 
longer populate the city, but instead koalas are 
‘everywhere. Nobody said that it would be easy 
to escape the time loop, reach Tuesday, and 
thus save the world, 

The aforementioned references are hidden 
throughout the game, and to some extent 
they're even included in the puzzles. Some 
solutions seem absurd, but for someone who 
knows the classics there may be hints that 
make it a bit easier at times, Despite all the 
geeky references and the repetitious Mondays, 
this is a very much a classic adventure game. 

There's some almost unsolvable inventory 
and dialogue puzzles (happily there's a guide 
included). The game mechanics and art-style 
for this adventure mightn't work for everyone, 
even if there are a few modern elements when 
it comes to the interface. However, the voice 
acting is great and the graphics are just fine. 

Anyone who is happy to confess a nerdy- 
streak, and those who enjoy adventure games, 
should definitely give this a chance, Randal's 
Monday is almost akin to a playable museum, 
where the more extensive your nerd knowledge 

is, the more fun you can have with 
the game. It's just a shame that the 
classic mechanics will hold it back 
from a wider audience, 
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he latest PES has been worth 
T the wait. The game has its 
flaws, and the absence of 
some licenses remain a 
troublesome setback, but at least the 
gameplay is in the best shape it has 
been in for years, 

The great strength of PES is the 
sensation that the gameplay conveys, 
The game has fantastic pace, with 
appropriate player movements, and 
excellent response times between your 
controller input and what happens on 
the screen. Itis still a simulation, but 
with several arcade elements that fit it 
perfectly. Many gameplay elements 
work are required, but there are stil 
aspects that could improve. 

What's there is balanced and polished 
gameplay, and that translates to a very 
pleasant gaming experience, more so 
than any other PES in recent years. AS 
for the goalkeepers, they are now better 
than previous versions of the game, with 
great reactions. 

Visually i's a mixed bag, but on the 
pitch almost everything works fine. The 
player animations are superb - fluid and 
realistic - and even the collisions are 
working as intended. Konami clearly did 
‘their homework. 

Off the pitch there are several flaws 
and disappointing features. There is only 
14 stadiums, for example, and that is a 
tremendous drop when compared to the 
previous edition, let alone FIFA 15. In 
terms of championships, there's several. 
The major leagues of Europe and South 
America are represented, and leagues 
like France, Spain and Italy are fully 
licensed. The big disappointment is the 
Premier League, where only Manchester 
United are licensed. 

The interface as a whole is outdated 
and needs reworking. Not serious flaws, 
but put together they end up bringing 
down the overall experience. 

While FIFA 15 had a performance 
below what would we expect, PES 2015 

has improved, and in our 
opinion it is the best football 
game of 2014. As long as 
you're on the pitch. 
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t's been three and a half years since Dragon Age 2 was released and a lot 

has come to pass in the gaming world in the meantime. Has Inquisition 

been worth the wait? Our expectations were enormous, and so we were 

nervous when we loaded the game for the first time. We needn't have been. 

As in the previous games, a conflict rages between mages and templars. You will 

have to pick sides - and siding with one completely locks out the other options. The 
only problem is that things haven't really progressed well since the events of Kirkwall, 
and Thedas is on the verge of large-scale war. Add to that a giant, gaping, green 
wound in the skies that spits out demons and worse. It's your job to clean up the 
mess. Why? Because you stuck your nose in where it didn't belong, and somehow 
survived a massive explosion that put a giant green mark on your hand making you 
capable of all kinds of magic. 

The game largely revolves around acquiring power and influence for your 
Inquisition, finding out what brought about the giant explosion, who's responsible and 
how to sort out the whole mess. Or rather that's what the first twenty hours cover ~ 
something of a prologue. After this prologue Inquisition turns into a new game with 
new quests, new abilities, enemies and areas. We won't reveal any more of the story 
than this, although we will say that you'll benefit from having played Origins and 
Dragon Age 2 (with expansions) prior to playing Inquisition, but it's not needed to 
enjoy it. You will, however, run into some old acquaintances along the way. 

It seems as if Bioware has taken a lot of the criticism directed at Dragon Age 2 to 


heart and done all in their power to right the wrongs. The 
areas you venture through are enormous, incredibly varied 
- everything from jungles to deserts - and enemies no 
longer fall from the skies and spawn endlessly. It takes the 
best parts of Origins and Dragon Age 2, and brings in a lot 
of inspiration from Skyrim to spice things up. 

Visually it's stunning. The world feels alive; there's 
always something happening. Combine this with varied 
weather conditions and atmospheric music and you end up 
with an extremely captivating and interesting game world. 
It's just not the environments that appear true to life, but 
the way the characters behave depending on their 
surroundings also impresses. You will struggle through 
deep snow, get stuck in mud, slide down slopes and 
splash the water as you move through creeks and puddles. 

At times we wished fewer things in Thedas were trying to 
kill us, as we would have liked to explore this world under 
more peaceful circumstances, but demons, bandits, 
dragons and crazed mages don't take time off, so neither 
can we, 

The battle system is dynamic, and it works nicely 


DECISIONS 
ous decisions made inthe 
impact on 


you ean change your mind via 
ragonagekeep.com, 


switching from tactical camera and the normal real-time view. 
You can opt to play strategically or more action-oriented, as is 
your preference, With more difficult encounters you can take 
more control over you party and maximise their usefulness. 
Sometimes orders are not executed to perfection, and other 
times things didn't work out as planned, but on the whole the 
system is solid, 

Story missions require a certain amount of progress before 
they can be triggered, which is done by completing side quests 
and being helpful to the citizens of Thedas - whether it involves 
closing rifts, fighting demons, or finding escaped pets. It can 
involve doing a lot of side activities, and while we're not 
complaining, it seems at odds with Bioware's motto: Play it 
your way. 

Another thing that goes against this is the fact that you no 
longer control the distribution of attribute points for your 
character and your companions. When you level up you only 
get to pick new abilities or modify existing ones. Additionally, 
the individual tactics settings have been minimised. 

Being eager to fix the flaws of its predecessors, it appears as 
if Bioware has ironed out some of the things that were great 
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about them as well. In both Origins and Dragon 
‘Age 2 you got to experience the backstory of 
the main characters. We also haven't noticed 
many of the conversations among our 
companions. Added to that our character is 
something of a blank canvass. There should 
have been a little more of a foundation here for 
players to build on. The fact that we don't 
identify as much with our character as we did 
with Hawke and Grey Warden makes the 
events of this game matter less. 

That takes us to the big question. Does the 
game deliver on our expectations? Has it been 
worth the wait? The answers are almost and 
absolutely. Whether our expectations were 
simply too lofty, or whether the developers 
failed to realise some of them, is something 

we're not sure of. Regardless, we've 
enjoyed our time in Thedas and 
we're looking forward to spending 
a lot more time there. 
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here's two sides to Toybox 
‘Turbos. The single-player 
mode has you racing across 
seven different stages, each 
asking increasingly tricky questions. The 
much better multiplayer mode make this, 
a perfect party game, with quick races 
and plenty of chances to stitch up your 
friends (you can also play online), 

At the end of each race, depending 
‘on how you do, you're awarded some 
gold stars which unlock later levels, 
During the races you also pick up gold 
coins on the track, and these can be 
spent unlocking a variety of toy cars. 

There's some lovely little tracks to 
race on, with the racing line weaving 
between colourful obstacles. On one 
level you might be racing through the 
kitchen, avoiding a perilous drop into 
the washing up, and in the next race 
you'll be scooting around a pool table or 
vaulting over a homemade volcano. In 
some of the tracks the dynamic is 
changed by the introduction of weapons 
- hammers, mines, electric shocks, 
machine guns. 

‘The track themselves look great with 
vibrant colours and some interesting 
pieces of scenery acting as focal points, 
They can be viewed from the iconic 
Micro Machines top-down perspective, 
or the new dynamic camera angle that’s 
been added to the mix. Our main 
complaint is that there's not enough 
risks taken with the various designs, 
and nice moments like racing into a 
toaster and being "popped" onto the 
next part of the track are the exception, 
not the rule. It felt ike there was much 
more room for extravagant design. 

The cars themselves, to varying 
degrees, have very floaty handling, and 
drift welcomingly around corners. It's no 
simulation that's for sure; it's an 
enjoyable arcade racer and it keeps the 
formula simple. 

There's not much to the 
single-player game; 
multiplayer is where both 
the fun and longevity is. 
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he year is 2054. In Advanced Warfare we have hovercrafts, robotic attack 

drones, huge weapons, giant explosions, big mech-suits, laser guns. 

‘There's a story in there somewhere, but it’s fairly standard Call of Duty stuff, 

only this time things are improved by the triple-A stardust brought to the 
project by Kevin Spacey. 

The campaign took us just under six hours to play through, and thanks to the 
ridiculously accomplished cutscenes and well measured pace of the action, we had 
more fun than we'd had with the previous four Call of Duty titles. 

The biggest changes when it comes to the basic game mechanics revolve around 
the new exosuit. Being able to do superhuman double-jumps, vertical movements 
while mid-air thanks to booster rockets, and a new attack from above - these are all 
new to the series and it's clear that Sledgehammer has had a good look at Halo, 
Crysis and Titanfall, of this there is no doubt. 

The exo-skeleton means different movement options and new features such as 
invisibility, an increase in running speed, an energy shield, and several other options. 
These features can only be used as long as you have enough battery in your suit, 
which adds a strategic element to what is a very well executed set of game 
mechanics. You have to be economical with the abilities and make sure to use them 
at the right time, exploiting these new features, particularly in the multiplayer. 

There are plenty of different modes to try. Classics like Team Deathmatch, Hard 
Point and Capture the Flag are all decent, but it's the entertaining Uplink (in a 


nutshell: get the ball and throw it in the opponent's target 
zone) and the welcome return of Search and Destroy that 
will grab most players initially, And it's in multiplayer that 
the exo-suit jumping and dodge functionality is at its best. 

Being able to quickly move sideways in the middle of an 
intense gun battle is often the difference between whether 
you'll ve or die, and being able to do those high double- 
jumps means that no place feels like a safe haven. Many 
maps are designed with a focus on this new verticality, and 
as such you really get used to the new patterns of 
movement, although some of the maps leave a lot to be 
desired regarding the creativity of their composition. 

The old perk system from Black Ops 2, where you had 
ten different things, has been upped to thirteen, offering 
players greater flexibility when tinkering between games. 

Although the changes are not hugely daring, innovative 
or exciting, it's still clearly a step in a different direction, 

and demonstrates a desire to move away from 
the old formula. There is no giant leap, but it's 
still a breath of fresh air in a series that has 
been standing still for several years. 
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hen it comes to collections the bar was set highest 
by Valve's The Orange Box. If you're after the very 
best of HD updates then The Last of Us is an 
excellent update of an already excellent game, From 
this current generation looking back, Metro Redux is a fantastic 
value proposition, with two decent games and an attractive 
price point. Halo: The Master Chief Collection blows them all 
‘out of the water, comparable only to the new GTAV update. 

On the disc and in the download that follows installation, 
there's four campaigns and over 100 multiplayer maps for 
players to sink their collective teeth into, It’s a comprehensive 
package, and the amount of content included is bordering on 
‘overwhelming. We've spent the best part of a week picking 
through the multitude of options on offer, and for the most part 
our impressions are entirely positive. 

The majesty of the opening campaign has eroded over the 
years, but, like the other games in this collection, much of what 
Bungie achieved back in those early days does stand the test 
of time. It's an opening salvo that captured imaginations with a 
triumvirate of opposing factions, some smartly composed 
‘enemy Al, and rich lore that went on to provide fertile ground 
for a whole series of sequels and spin-offs to grow from. 

While the rest of the collection hits every gamer's favourite 
set of numbers - 1080p and 6Ofps - Halo 2 Anniversary does 
not. Like the first update there's a feature whereby you can 
switch between the new, remastered engine, and the original 
game (by pressing the Back button). Running both engines 
simultaneously seems to have taken its toll, because here we 
only get (Just under) 900p, and the framerate can be variable, 
especially when playing local co-op, when it can really drop. It 
‘would have been nice to have the option of turing this feature 
off, and getting a performance boost in the process. In some 


places a load of new detail has been thrown 
into the mix. That said, these positives don't 
paper over all the cracks, and this update is 
certainly not as good as it could have been; 
there's still some rough edges here and there, 
you'll notice some dull textures, and the odd 
bit of clipping. It's not perfect. 

Halo 3 looks crisper than ever before, and 
certainly makes the most of the 1080p / 60fps 
increase. Once again, the update benefits from 
Bungie's stellar art design, so much so that the 
game remains largely untouched in this 
collection; it didn’t need to be changed all that 
much. The same is also true of Halo 4, which 
was already one of the very best looking 
games of the outgoing console generation. 

The four campaigns are only the start of this 
particular adventure. Once the campaigns are 
done, and you've sampled the playlists 
(collections of themed missions across all four 
games), you've then got a staggering 108 
multiplayer maps to play on. It's an incredible 
collection of classic and remastered maps from 
across all four games. It’s just a shame there's 
been some technical issues at launch. 

From the top down this a hugely impressive 
collection. Yes its deficiencies are harder to 
ignore now that we're not viewing these games 

through the rose-tinted goggles of 
nostalgia. But don't let that 
dissuade you: if you like Halo, you 
need to buy this collection. 
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ULTIMATE NES REMIX 
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LHANINTENDO {1S 7 NOVEMBER 2014 


hat Ultimate NES Remix offers 
is the best of the 80s and 
early 90s. It combines some 
of the titles found in Wii U's 
NES Remix 1 & 2 and is a look back at 
the golden age of Nintendo games that 
obviously aims to wrap us up in the 
warm glow of nostalgia, It's classic 8-bit 
graphics and gameplay all the way. 

It consists of a collection of levels and 
tracks from various NES titles like Super 
Mario Bros., Punch Out, Excitebike, 
Kirby's Adventure, Donkey Kong, and 
others, redesigned as mini-games with 
their own objectives and goals. We're 
not talking about a small collection of 
maybe 3 or 4 from each franchise, 
rather it's a whole lot of mini-games and 
‘each of them will challenge you. 

‘The mini-games offer variation thanks 
to the different games they have been 
derived from - usually the idea is to 
complete various small challenges that 
have been added to the scene, One 
example is Super Mario Bros. where 
you're tasked with finishing the first level 
as fast as possible or collect enough 
coins before the timer runs out. 

‘These challenges typically offer about 
10-30 seconds of gameplay - a perfect 
fit on 3DS, It's incredibly easy to pick up 
and play, and the put it down after a 
short play session. Great when you 
need to kill time between a couple of 
stops on the bus. 

Nintendo have done a brilliant job 
reminding us how entertaining and 
excellent many of these titles were and 
are, and the mini-game format grants 
them new life - making them at times 
‘even more intense than ever before, 

The 8-bit graphics, the MIDI sounds, 
the simple controls and the mini-game 
format may not appeal to everyone, and 
newcomers must at least hold an 
interest in Nintendo history to get much 
out of it, but for those of us who were 
there at the time it's a great nostalgic 
trip back in time, 

Ultimate NES Remix collects 
some of Nintendo's best 8- 
bit titles into one place very 
tempting package. 


LITTLE BIG PLANET 3 
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ittle Big Planet has lost its creativity. Or perhaps 

we're getting old, Ironically the game's story also 

deals with some of these issues. It's still fun to 

play, but somehow it feels like the creative juices 
were all spent on LBP2, 

‘The imaginary land of Bumkum has been sucked dry of 
innovation, so it's Sackboy and his pals who have to bring 
joy back to this world, The game is divided into stages, and 
after completing each you get one of Sackboy's friends to 
join your expanding team. There are also new gadgets in 
the toy box, which range from the sucking and blowing 
Pumpinator, to a secret-revealing flashlight. 

As for the characters, Sackboy is still the same with his 
heavy jumping physics and numerous costumes, But this 
time you can also play as some of his friends. There's the 
agile Oddsock, the size-changing Toggle, and the flying 
Swoop. 

The level design doesn't measure up to that of the 
previous games. Yes, you can try changing your approach 
via the different abilities of the character, but everything 
lacks imagination. The first two games' levels were 
composed of simple elements, which were used in some 
ingenious ways, but here we don't see that. On the other 
hand, there's plenty of things to mess around with if you 
want to build your own levels. 

The series has always been a bit problematic with regards 
to depth perception of the platforms, and the problem is 
even greater this time around. It can be hard to see what 
you can jump on in each of the environments. 

We don't consider visuals to be a hugely important in this 


sort of game, but LBPS could still use some 
more glamour in its presentation. We only 
tested the PS4 version, but judging from 
videos the game looks almost identical on 
both PS4 and PS3, Many of the levels lack 
the colourful playfulness of the previous 
games, and they seem pretty dark thanks to 
the colour palette, 

Voice acting is a mixed bag. Some of the 
characters are really dull, and they just 
ramble on for too long about things that 
don't have any significant value or that aren't 
‘even funny or entertaining. On the other 
hand, Stephen Fry is stil an excellent choice 
for the Narrator. 

From a technical point of view the review 
build had some issues. Loading times were 
long, animations were sometimes all over the 
place, and character models had some glit- 
ches. Luckily there weren't any game-brea- 
king bugs. We also couldn't test the mul- 
tiplayer. 

Sadly LBP3 has moved away from 
previously great use of assets, to a state 
where it feels slung together. Changing the 
development team has clearly had a big 

impact on the series. It's still a fun 
game to play around in with fri- 
ends, but it's not the new-gen 
spectacle we had hoped for. 


ASSASSINS CREED: 
ROGUE 
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here are many things we 
T can criticise Assassin's 

Creed: Rogue for, but the 

essence of them all is that 
the game simply does not live up to 
Assassin's Creed IV: Black Flag. Not 
in any single area. On paper Rogue is 
a direct sequel to the excellent pirate 
adventure from last year but it never 
matches its predecessor. 

The big twist is that you play as a 
former assassin who has turned his 
back on the brotherhood and joined 
the Templars. Shay Patrick Cormac’s, 
reasons are understandable - in his 
eyes, the assassin brotherhood 
committed unforgivable atrocities, 
whereas the Templars saved his life. 
As in Black Flag, Shay is equipped 
with his own ship, as you wander 
around the North Atlantic between 
snowy landscapes and icebergs, and 
down the Appalachian river valley. The 
route also passes New York, which 
acts as the main city in the game, 

Once again we start with a barely 
sea worthy ship and by raiding other 
ships - mainly French - you obtain 
materials for upgrading the hull, 
cannons, mortars, and so on. Then 
you go on land missions to kill off 
various people, The problem is that 
this is exactly what we did in Black 
Flag and Freedom Cry, and compared 
to its predecessor the two naval areas 
= the river valley and the North 
Atlantic - fee! cramped and lack the 
feel of the open sea, There's not the 
same sense of exploration, 

The fact that you're hunting 
assassins makes for some differences 
in the gameplay. They can be hiding in 
haystacks or waiting around comers, 
to assault you unless you spot them 
first with eagle vision. But as with 
other tweaks, it underwhelms. 

The biggest problem, however, is 

Shay. He has the charisma 
of a wet piece of 
cardboard and the 
personality to match. 
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TURTLE BEACH 
STEALTH 500X 


HEADSET This high-priced headset is the perfect thing for 
Xbox One gamers to put on their Christmas list this year 


Turtle Beach made a very good headset when they made the Stealth 500X, but given the hefty price 
tag - around £200 - you'd expect it be top quality. Happily, it doesn't disappoint, and after many hours with 
it sitting over our ears, we have to admit that we're converts. 

Notably it's Xbox One only, so PlayStation, Nintendo or PC gamers will have to look elsewhere. While 
there's plenty of other options across all platforms, there might still be some jealous glances, as few 
headsets are as luxurious as this. From the solidity of the build to the high standard of the overall finish, it's 
quality across the board, 

‘The 500X supports 7.1 Surround Sound, which really places you in the midst of the action. If ike us, you 
normally play audio through the tinny speakers built into the screen, you'll think the difference in quality a 
revelation. If you're a gamer who ralies on audio cues when playing competitive multiplayer games, then the 
larity of the sound will no doubt be of assistance when planning your next action on the battlefield. 

‘The headset itselt is solidly built, though it’s not too heavy. The stitching around the headband is a focal 
point of the design, and the band is nicely padded and therefore sits comfortably atop the head. 

‘The earpieces themselves fit snuggly over the ears, they're a good size and even after extended wear 
they don't feel uncomfortable, which is a key factor. On the right-hand earpiece there's two volume dials, 
‘one for game audio, the other for chat, so you can increase and decrease as you see fit. The back of both 
‘earpieces are busy, and it takes a while to become familiar with the range of options, but the power button 
is easy to locate, so you won't be hammering the wrong thing at the wrong time. 

The microphone is very sensitive and will pick up a lot of background noise. It's omni-directional, you can 
move it around thanks to a flexible (and surprisingly durable) adjustable cable, 

The battery life out the box is impressive, and of course it's a wireless offering, so there's no cables 
tethering you to the console/television. You can, if you want, sync up the headset to your mobile, and get 

Notifications beamed through to the headset as you play (or you can, like us, turn up the volume 
and ignore all calls while savouring the quality of the sound). 
Overall we're impressed with the headset. It's not cheap, but itis good. if you've got a 
decent chunk of change put aside for a new gaming headset then this is definitely worth a look. 


ViewSonic 
VG2401mh 


MONITOR 


Manufacturer Folease 
Price 


ViewSonic's new monitor comes with a 
very solid 144hz refresh rate, and the 
difference that makes when switching from an 
old 60hz monitor is quite startling. The 
desktop is more vivid, there's more clarity 
when using word processors, but the big 
difference comes when you boot up a game 
and get playing. This is helped by the 1ms 
response time and the company's "Game 
Mode" tech, whereby the brightness is 
increased during the darker scenes of some 
games. It's not quite a game-changer, but it 
does make a noticeable difference. 

It's a decent size, with a 24-inch screen 
sitting atop a sturdy stand. It’s got a very 
angular design, which won't be to everyone's 
tastes, but its functional. You can tilt the 
screen back and forth, swivel, and adjust its 
height, although the mechanism for holding it 
in place once the screen has been moved - a 
pin that slots into the back of the stand ~ 
didn't feel like the most satisfying of solutions. 

‘The VG2401mh comes with all the ports you 
could wish for, with two HDMI ports, 
DisplayPort and USB options, and the 
standard DVI port. The touch sensitive buttons 
under the right hand side of the screen are 
another elegant addition. 

Ultimately i's the high refresh rate that’s the 
biggest seling point here. i's a good quality 
‘screen, and if you're updating an older 
monitor you'l realy notice the difference. The 

stand and base are sturdy, but if 


you don't like it you can always 
mount the monitor on the wall. 


REZ 


‘Adam Freeland’s Fear (featuring a line from Dune - Fear is the Mind Killer) is the highlight of a 
soundtrack that was perfectly in tune with the stylish musical shooter from Tetsuya Mizuguchi's United 
Game Artists. It's impossible to listen to these tracks without seeing the imagery of evolution playing out 
in front of your eyes. 


FINAL FANTASY DESTINY 


‘We're somewhat biased to that first decade of Bungie has always had a reputation for making 
classic songs composed by Nobou Uematsu — ‘good soundtracks, with the Halo OSTs instantly 
Aeris’ Theme and J-E-N-O-V-A from Final springing to mind, Marty O'Donnell (who's since 
Fantasy VII, You're Not Alone from Final left the studio) and his team, this time in 

Fantasy IX, Terra from Final Fantasy VI, and ‘conjunction with Sir Paul McCartney, have done 


let's not forget about that Prelude, it once again, Destiny's soundtrack is top class. 


KATAMARI DAMACY BASTION 


The brilliantly weird "roll 'em up" from Namco Darren Korb's brilliant soundtrack for Bastion is 
has one of the most eclectic soundtracks ever. ‘one we've praised on many occasion. The 

Yet it's the perfect match. From smooth elevator delightfully delicate tunes are a perfect match for 
jazz, to electronica, J-pop and orchestral pieces, the laid back narrative of the game and it adds 
it's music fitting the King of Cosmos. much to the atmosphere. 


Pia. » : 
UNCHARTED 3: DRAKE'S DECEPTION 


‘We could have picked any of the Uncharted soundtracks, but the 
score for Drake's Deception is our favourite. It's pure blockbuster 
entertainment, and composer Greg Edmonson uses a variety of 
different instruments throughout to heighten the atmosphere on 
screen, from melodic strings to edgy guitar via pounding drums, 


THE ELDER SCROLLS V: SKYRIM 


The soundtrack to Skyrim is among the best. It has the ability to 
make relatively mundane actions, such as running over ruins or 
clambering down hillsides, feel dramatic, And then, when the 
dragons descend, things get really epic. Soaring strings, percussion, 
and haunting choral compositions all combine to good effect. 


HOTLINE MIAMI 


‘One of the defining elements of Hotline Miami is its soundtrack; i's 
‘musical glove that fits so snuggly around the hand that brandishes 
‘80 many bloodletting weapons. The electro beats and 80s-infused 
riffs evoke a time and place, and the pulsating rhythm taps into the 
ever-addictive quick restart gameplay loop. 
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PLAYSTATION 4 XBOX ONE PC / WINDOWS 


BEST OF 2014 


MGSV: GROUND ZEROES FORZA MOTORSPORT 5 CIVILIZATION V 

WIN PRODUCTIONS TiO ats 

‘Short game, but ula replayabl Current tho best racer on console ‘The pinnacle othe strategy gone 

RESOGUN TITANFALL DOTA 2 Mario Kart 8 

seo vu we 

Soom ataccteavyseade shane, Orin FPS that's distin! tom to rst The moat compettve game on the planet, wu ) 

TOWERFALL: ASCENSION DEAD RISING 3 DEUS EX: HUMAN REVOLUTION Nintendo has retumed with yet another 

son caro wear as MOTEL superb racer, and its perhaps the finest in 

Fast-paced four player local bat. Zonb-mashing fun sol or wth rend “The dalitve version of a modom clas the series to date (which is praise indeed). 

LAST OF US REMASTERED KILLER INSTINCT ELDER SCROLLS V: SKYRIM Loads of tracks, new kart abilities, a 

‘eA own cs ane tos selection of new items that spice up the tried 

Naughty Dog's hoxor mastorioo in HO, Dgia-ony ghtr that's qute docert. Looks great on PC, even bator vith mods and tested formula. If you're a fan it’s worth 
the investment. 


SUPER MARIO GALAXY 2 RED DEAD REDEMPTION SUPER MARIO 3D LAND 
“MONTERO J ‘ROCKSTAN TM “MNT 
‘The bot Maio platlrmer on conse Rocksta's West - oto than GTA. ‘Th bot Mato platormer an handel 
METROID PRIME TRILOGY UNCHARTED TRILOGY FIRE EMBLEM: AWAKENING TXK 
ws nas PSVITA 
The colt a-praon scat ‘The whole gobetting advert Dearly salting un-based fray te 
. vis y : hens m This arcade shooter is the culmination of 

SUPER MARIO 3D WORLD GEARS OF WAR 2 GRAVITY RUSH Yeers of dedication to the same formula, 

N PICCAMESM ara Tu and as such it's bordering on perfection, 
‘The best co-op Mat platonner, Bost of tho st blockbuster og Wonder bizare PS Wa plore. ‘The elas ale eimpe ver on contig, 
MARIO KART 8 BATMAN: AKHAM CITY T™xK brightly coloured but simple to read. And 
‘WwTEXOO exsist tuasor the soundtrack will have you tap tap 
‘Multiplayer arcade racing at its finest. Engrossing multi-mission adventure, Addictive digital only old-school shooter. tapping your toes to the beat. 


THE MISS LIST - GAMES TO AVOID 


SUPER TIME FORCE 


OX ONE! XBOX 360) PC 


An action-filled platformer with a very clever 


FIGHTER WITHIN RIDE TO HELL: RETRIBUTION {tick up its sleeve. Players can rewind time, 


and in the process send another version of 
XBOX ONE PC PS3 XBOX 360 their character in to assist the original, with 
Good if you want to build up a sweat, but bad So bad it hurts. Tired and/or broken the screen quickly filing up. it’s enough to 
if you're hoping to play a decent fighting game mechanics. A horrible story. Orgies. {ty the brain at times, but the pace is fast 


with accurate motion controls. Motorbikes. The clue is in the title, and furious and it’s hugely enjoyable stuff. 
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